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Urgent transmission: General Malcolm, Leminkainen Fleet 
Source: Frigate Allesia (Baron Llewelyn commanding) 
Location: Leminkainen Jumpgate 

Message: 


",..- I repeat: We are being boarded! We are being 
boarded! Breach on starboard gundecks. Aft jets 
non-functional, unable to manuever. Cannot position 
to fire port guns. Damage to turret destroyed last 
two missiles. 


"Report from gundeck coming in: 20 Marauders have 
entered the breech. We only have 10 marines! They 
are not Vuldrok. It's the Decados. They fly a 
barbarian flag, but it's them. They have us, sir. 
The filthy Decados have us..." 


Transmission: General Malcolm, Leminkainen Fleet 
Source: Frigate Allesia (Baron Llewelyn commanding) 
Location: Leminkainen Jumpgate 

Message: 


"This is Count Fyodor Dmitri Decados. 
I would like to discuss the terms of 
Baron Llewelyn's ransom..." 











A starship miniatures game of broadsides and 
boarding actions in the FADING SUNS™ universe 


Available in June ee cee 


Visit Holistic Design's website: AL os rR 
Hose www.holistic-design.com “c 
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by phil masters 

What has three eyes, four arms, and a 
penchant for mischief? It’s not 
Lemurains. See their history and future. 







by craig zipse 
Two, two, two maps in one. Paradise 
City ain’, and all of the rumors are 
just that. Anything else is folly 


| AX @ Nutrunner Part 2 
ax by pierre savoie 
6 » Continuing last month’s extra long 


treatment of Dodos and Nuts. 







This is what happens when you mess 
with the edge. Let this be a warning. 
Of course we went ahead and did it 
anyway. 
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bringing our readers the best coverage of 
the gaming industry available. 

Although the Alderac Entertainment 
Group, publishers of SHADIS, publishes 
game systems and supplements, SHADIS 
will not become a house organ. 

Our policy — written in stone — is that 
SHADIS will not review products produced 
by AEG and that AEG is limited to one full 
page ad per issue. In addition, articles 
relating to AEG games will be limited to two 
issues per year — not to exceed a 
combined total of fifteen pages for both 
issues. (That works out to 15 pages per 672 
published pages of SHADIS.) 

This policy actually penalizes AEG for 
being associated with SHADIS rather than 
having an unfair advantage over other 
companies. We hope this policy 
demonstrates our determination to keep 
SHADIS truly independent. O 




















an elf.” 
— Homer Simpson 


very Wednesday night, my friends and | 

play AD@D. Now, that seems to get a 

lot of odd looks from more “mature” 
gamers who think AD&D is a silly game, and 
real “story-tellers” play Ars Magica or some 
home-brew Fantasy Game, and die-hard num- 
ber cruncher, statistics fans, wouldn’t part 
with their copies of RoleMaster even if you 
threatened their children’s lives. Yet, we play 
anyway, and the three of us, Mike, Dave, and 
[ have been conquering the Temple of 
Elemental Evil for the past three months — yes 
| know that all of you have played it in the 
early 80s and I am so lame for not having 
played it prior. Bite Me! 

So there we were, hacking and killing 
everything that we could find, fleeing from 
things that we not attached to the physical world — a certain 
Warp Spider comes to mind as well as four Will O’ Wisps dis- 
guised as lampshades — but the crowning achievement of the 
night came when we found a paralyzed prince enshrouded in a 
magical illusion that looked like a vampire staked through the 
heart. | was smart enough to figure it out through a series of 
clues given in a previously found poem, but my partner Dave 
was pretty stupid and kept babbling about this vampire he 
thought he saw! 

What? Oh I guess I should have a point. I was just getting to 
that. But only after | was done bragging about my exploits. 
Thane by way is one hell of a fighter/cleric by the way, and he 
really is a lot of fun to role-play. Alright, alright. 

| love how old in style this module felt. There is something 
to be said for going back and playing the adventures that are at 
the history of this hobby. Now, this module is some 15 years old, 
but the designs and ideas were fresh and archaic all at once. 
Some of the traps we original enough to merit a nod of the 
head, and some of the ways the monsters were waiting in the 
room (17 ores stand waiting with swords drawn is not very clean 
in terms of logic) made me think that Gary was really into 
designing that room that day. However, all fair praise aside I do 
want to lobby a few (well meaning — cough) criticisms... here’s 
what drove me nuts about mapping and playing this thing. 

Gary Gygax likes diagonal walls. 

Who the hell would waste space and money building a wall 
that cuts like that? Half of the corridors in this stupid dungeon 
are just short cuts to main traffic areas. How lazy are these guys? 


“We played D&D for 3 hours. Then I was killed by 






“Hmm... We need something else. | know. Let’s spend another 
6,000gp to cut a wall through here.” 
Slanted walls in a Gygax™ dungeon room cut like this: 


when they could just as easily be cut like 


ithe: 


why? 


But who would want to live in a room with a diagonal wall? Isn’t 
there a psychological phenomenon that discusses angled room walls 
and people going mad? Don’t get me started on how difficult engi- 
neering tasks become when a new hallway cuts away from a straight 
plane at a 15° angle. 

Encounters with human bands involve the following: 

Sixteen “willing-to-die” nameless Followers in leather armor. 

One loyal quiet-type Fighter Lieutenant — equal in strength to 
your strongest character. 

One Cleric Leader — one level higher than the highest level 
party member. 

Every combat engagement involves a brisk order of death from 
their commander, followed by a battle royale that ends with us fac- 
ing down the big guns. If you play this adventure with only two 
characters (instead of the recommended six to eight) then the death 
of the Clerical Leader always comes at the hand of the large fighter 
type (me) while the Lieutenant and (my) Elf companion — Dave — 
usually dance for a while before the booty is divvied [cough] up. 

Monsters escalate in toughness in the following obvious order: 

Rats, Humans, Zombies, Gnolls, Ghouls, Bugbears, Ogres, Trolls, 
Bad-Ass Spores, and Special. Special includes things like Lamias, 
Hill Giants, and insanity peppers. How did that giant fit through 
the door anyway? Did they build the dungeon around him? 

Traps are either obvious — poison gas/spike/monkey; or they are 
unavoidable — “the floor beneath you is no longer beneath you”, 
“out of the darkness comes rushing an Umber Hulk roll initiative”. 

Treasure is always designed to protect you against the creature 
you've just slain, or you’ve amassed so many gems that you start 
throwing gold away. Two NPC Ores that we rescued from a prison 
on level one, have been fighting along side, and gaining in experi- 
ence with us. They’ve amassed about 2000 gold pieces each and 
should be buying their own empire of goblins slaves soon. 

All prophecies are red herrings — on 3 in 6 lies 9. We found the 
stupid prince anyway Gary. 


—jim pinto 
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Everybody’ s favorite wort | 
of action is starring in her 
own trading card game. 

It’s the Xéna: Warrior 
Princess™ TGG. 


{Command an ariay of your 
favorite heroes, heroifies, and 
villains. Beef up your detk 
with an array of stunts and. 
maneuvers taken from the 
show itself. 
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Fast and furious, the Xena 
TCG puts you in the middle 


lof the action. 
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Get cracking. 
Check out the Xena TCG. 


‘i " 
oy 


As part of the ARC™ 
System game line, Xena 
is a fast and easy game 
completely compatible 
with other ARC System 
games. Look for C+23™ 
and Hercules: The 
Legendary Journeys.™ 





SYSTEM 
Trading Card Game 


Demo the game at 
<www.wizards.com/Xena> 
Customer Service 

(206) 624-0933 


OF THE COAST’ 


WIZARDS OF THE COAST, ARC System and C*23 are trademarks of Wizards of the Coast, Inc. Xena: Warrior Pri inteess TM & ©1998 
Universal Television Enterpr: ises, Inc. Licensed by Universal Studios Licensing, Inc. All tights reserved. Herciiles: The Legendary 
Journeys ™ & ©1998 Universal Television Enterprises, Inc. Licensed by Universal Studios Licensing, Inc) All rights reserved. 
©1998 Wizards of the Coast, Inc. 
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Dear SHADIS: 


| am writing this in response to your last issue (#44), which both 
delighted and disappointed me. 


Out on the Town, Out in the Country 

Interesting ideas to Spice up the Scenery by Larry Granato (and | 
should also mention that | liked the art and photo format for this arti- 
cle too by Stephen Danielle). 


Okay, so everyone likes Larry Granato already 


Getting Out of the Inn 

Six different ways to get adventures started” by Stephen Marsh. | 
should mention that I did NOT like the art in this article. 

Both of these articles articulated realities that made the gaming so 
much more interesting to me. | wish there could be more of these sort 
of articles — this is a late response to your questionnaire to subscribers 
on what they would like to see in SHADIS some issues back. 


Read last months, “Getting Out of The Inn 2”! 


Gaming on Time 

Chris Hussey’s description of the new gamer’s encounter with the 
kobold and “how really cool and fantastic role-playing games are” 
and how the group’s co-operation in finding magic items, and how 
lacking these qualities are nowadays in among many groups Was won- 
derful. 


I wish I were a virgin gamer again, so I could encounter the “Keep to 
the Borderlands” all over again. Sigh... 


Reality Check 

Jim’s description of people like Ed, whose sheer knowledge and 
maturity helps to bring out the best that RPG's can offer, was mov- 
ing. Rare and fortunate is the gamer who encounters such a man, and 
even rarer to do so at the beginning of his gaming experience. 


Thank you. 


Yet [there’s always a yet]. | was disappointed by the tone of Rob’s 
editorial “Gamer on a Pale Horse”. | was one of the “old time” Role- 
Players (1979 - 1994), one of those “crotchety old veterans” he spoke 
of in his editorial. I fully and wholeheartedly agree that Greyhawk ful- 
filled all of D&D’s adventuring potential, maintaining an epic scale 
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in a useful and engaging format”, and especially that “Killing it was 
the worst thing TSR ever did...” | must admit, though, that I have 
remained very faithful in my heart to my “first love” in RPGing, and 
well know the “nostalgic and hallowed position of the Granddaddy of 
them all”. And | agree that the first edition was “awful creaky” and 
that the “2nd edition was a godsend”. 

| also know all too well the state of mind that would produce point 
#8 in your article “We wouldn’t be gamers without some implausible 
connection to the power of Satan, now would we?” | used to talk with 
David Williams quite a bit on this subject... | remember him once 
saying that “More people die of milk poisoning each year than RPG 
related death”...and read various articles for and against, etc., etc. As 
all true gamers know, there is always something wrong with the per- 
son who kills himself because of RPG’s BEFORE he runs across them, 
and it is almost always because of a dysfunctional home-life in some- 
way. This fact remains so with almost all forms of recreation. 

Much of the resistance to RPG’s comes from ignorance, and 
gamers are constantly frustrated by it’s misrepresentation in the 
media. There was a famous “60 Minutes” episode back in the mid 80's 
| can remember, together with an AWFUL made-for TV movie with 
Tom Hanks (fortunately I’ve forgotten it’s title [Monsters and Mazes]). 
These tend to stereotype gamers, and much wrath is evoked from 
“true gamers” at it’s misrepresentation — gamer’s are “normal human 
beings” (relatively, at least). 

This, then, brings up the cause of my disappointment with your 
editorial. | feel as if your reaction to the people’s ignorance to RPG’s 
has been returned with a simular stereotyping of shallow, modern 
Christians and their beliefs, however accurate it may be, is unneces- 
sary to fill your pages with... | would even go so far as to say it is 
unworthy to be printed in your magazine, which is of good quality (1 
believe the best on the market). You should be above all that. 

Our monastery is a missionary brotherhood who supports itself by 
publishing. I honestly tell you that we get hell from the mainstream 
of ecclesiastical authority for the work that we do, for what we try to 
do is spread the essence of the real thing, just as, | believe, you do in 
your particular field. 

Just as there are “real gamers” who roll their eyes and grit their 
teeth when they see another misrepresentation by some group or 
movement (whether religious or otherwise) who obviously know very 
little about the game, so there are “real Christians” who do the same 
when others misrepresent them and obviously know very little about 
what they believe. I am not saying this to toot my own horn, but to 
make a point — J.R.R. Tolkien! He was an exceedingly fervent 
Christian, and his Middle Earth books are a direct result of his faith. 
And any follower of what C.S. Lewis termed “Mere Christianity” 
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(that is, it’s essence) would also encourage such great works of art — 
as he did, being a life-long friend of Tolkien. In fact, if it wasn’t for 
the staunchly traditionally Christian Lewis (who also wrote Science 
Fiction, by the way), Middle Earth would never have seen the light 
of day, and then where would fantasy gaming be? 

I guess this is most of what | wanted to say, and it would be nice if 
this could get printed in your “letters page” (unedited, hopefully... 
(ed. note — not bloody likely!]) Believe me, | commiserate to this day 
with RPG'ers, but why “spread the weeds on the compost” as 
Shakespeare said (Hamlet) and lower yourself to the same level as 
those who give gamers such an annoying, unnecessary headache? 
Again, your magazine is of good quality, and should be above that 
level of things, even if it is only in trying to sound funny or garner 
audience sympathy. 

Keep up the good work! 


Sincerely, 
Monk Nicodemus 


Wow! We will keep up the good work. Thanks for reading us and tak- 
ing the time to write. Rob is no longer the editor of SHADIS — thanks to 
your letter. The publishers have dragged him off to “re-Neducation” camp 
until he learns to curb his blasphemy. In the mean time, |, Prophet Jim 
Pinto, Ph.d. (it’s all true), will keep our streets safe for young gamers that 
don't like their pages of SHADIS defiled with non-secular smut. 

So. Here’s to pornography and all it’s glory (see page 55 of Issue 47)! 


Dear SHADIS: 


Well outside of the massive coverage of Babylon 5 [what? where?], 
this issue had several columns that I'd love to see stay as monthly for 
as long as possible. 


X Marks the Spot 

I love this because it’s kinda like the fairly new Pulp Dungeons. | 
wouldn’t mind seeing more general maps as well though like bars, 
towers, mini-towns, etc... 


Role Call 
NPC’s are always good. | thought it was the good/bad/ugly though? 
Or was that just special treatment for this issue? 


volume vi e number xii 
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um... um... Next question. 

Lights, Camera, Action 

Yes! This is one of my favorite columns! I'd love to see more and 
more of them done. In some ways, I like the specific-ness of it and 
wouldn’t mind seeing future game systems covered this way. 


The Edge 
“The Stew” returns! Pretty funny but that’s not what I want to see. 
Get back to the keep! 
k 
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Way to go Cris! You pissed him off! 

The reviews were pretty fair and I’m glad to see a PC game 
reviewed as well. “Gaming on Time” is dead on the money but 
could’ve been much longer. The story of his character was pretty 
good but I think that more on the style and how to prevent it 
would’ve been nice. 


Cynical Man and Angst Boy 
.. kinda slow here, hope it picks up a bit. 


Way to go Steve!! YOU pissed him off! 


Dork Tower 

Awesome. “It’s the only place I can be myself.” Truly a statement 
for all role players eh? The second one was even better though. | 
don’t have cable and don’t know what they've done with B5, but his 
statement, “No, that was last episode” does seem true on many lev- 
els. 


Of course Kovalic is the only one who could make you laugh. 
Overall a very good issue. 


Thanks it was my first. Previous to this I was stapling togther old issues 
of SHADIS that had fallen apart from neglect. 


Sincerely, 
Joe Kushner 


Joe, you can't write letters into SHADIS like this anymore. You're a 
reviewer and it’s sort of embarrassing. 


Dear SHADIS: 


I recently subscribed to your magazine (starting with issue #44) 
and have been quite pleased with what I have seen. Unfortunately, 
when issue #46 arrived this week, | finally realized that issue #45 was 
not just late, but that it had not arrived. 

[ suspect that the reason | did not get the magazine was because of 
the Earthdawn CD insert (IJ have a narrow mailbox and less than 
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exemplary postal service...). 


Jeffrey's views of the Postal Service are not necessarily those of 
SHADIS Magazine. 


Unfortunately for me, the CD was actually what caught my inter- 
est in your magazine, credit FASA’s Lou Prosperi’s efforts to keep 
Earthdawn fans abreast of new promotions. While | understand that 
this is no fault of yours, | would appreciate any attempt to provide me 
with a back issue of #45. 

And, as a wonderful way to trick the mail carrier who can’t fit a 
round CD into a square mailbox, I would like to renew my subscrip- 
tion for another year — my credit card information is below [ed. note 
— we've reprinted it in very large TEXT so everyone can easily photocopy 
if for personal use.] — so that the magazine can be shipped with a copy 
of either Zero or Ars Magica for camoflage. If you do not happen to 
have any remaining copies of issue #45 or the CD, I will still gladly 
renew my subscription. 

Asa final note, I would just like to compliment you on your amaz- 
ing magazine. It has been a long time since | found any gaming mag- 
azine worth picking up in a store, let alone subscribing to. The well- 
written articles for such a large variety of gaming systems from differ- 
ent companies are refreshing, and the adventure frameworks provid- 
ed are exactly the amount of detail I look for in a drop-in adventure. 
Thank you for providing such a good magazine and for your time 


Sincerely, 
Jeffrey Fournier 


Amazing how all of these letters make us look so good, makes you won- 
der where the angry fans are... 


Jeffrey's Credit Card Number is... 


But first... a quick note from 


the happy little games magazine with a zesty, 
nutty crunch... 
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Now is the time to join a new exeveniatallars, for one of the 
Mitet-sm exe) lhl retmmimerelints, card games of all time! 
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TENCH II ViU YO! 
ONE NICE GUY, FIVE ALIEN WOMEN, LOTS OF TROUBLE! 
{appropriate for audiences 13 years old and up) 








© Tenchi Original OVA Collection 
Available on VHS and Laserdisc; Soundtracks also available. 
The original is back - repriced and repackaged! Seven volumes of 
Tenchi with two episodes per tape, all new sleeve art, and at least 
one collectible card per volume. Volumes 1 & 2 have been available 
since February with two volumes being released every other month 
(ie: in April, June, and August). 
~~ ie 
~ Tenchi the Movie 2 : The Daughter of Darkness 
Available on VHS, DVD & Laserdisc: Soundtracks also available. 
Original, stand alone storyline involving a new character - Tenchi's 
Daughter!? Don’t miss this charming movie, and if you can check 
out the DVD - 5.1 Dolby Digital Surround sound for both English and 


Japanese tracks, and an extensive menu featuring the amazingly 
comprehensive Tenchi Encyclopedia! 


































Tenchi the Movie : Tenchi Muyo in Love 
Available on VHS, DVD and Laserdisc (CLV & CAV) 
Soundtrack featuring music by Christopher Franke also available! 


— Tenchi Universe - The Alternative Universe TV Series! 
Eight volumes of fun available on VHS and Laserdisc. 
Import and Domestic Soundtracks are also available! 


Tenchi Muyo on VHS [all versions) 
English Language $19.98 each / English Subtitled $24.98 each 









A ao Pt he i FI si 
~ Available en VHS tan) | RESae 
The Original OVA Series continues with this two volume OVA series released in June and | | 
August. Mr. Fujisawa proposes to Miz Mishtal (while drunk of course), and the wedding is | i 
finally on! Unfortunately for Makoto, he is caught in the middle when Mr. Fujisawa 
decides to go for a hike on the wedding day. As if that’s not bad enough, life only gets 
more complicated when princess Fatora begins to impersonate Makoto 
and make passes at other women! 
Py | The El Hazard Original OVA 
ae Four volumes of the Magnificent World available on VHS and Laserdisc. 
a The Wanderers - El Hazard TV Series 


Seven volumes of the alternative world TV series continue to be released on 
VHS and Laserdisc, with the last two volumes to be released in May and July! 
(Soundtracks are also available for both El Hazard titles.) 


El Hazard on VHS [all versions) 
— . } English Language $24.98 each 
VW) PIONCE Pe | English Subtitled $29.98 each 


EAR efelgainment. 





! THESE & OTHER 
El Hazard and Tenchi Muyo & Byatt Alc = Ficeee Loca. iTLES ALA : “, sch é 
Tenchi Muyo Movies alan © 1996, 1 998 Tenchi Committee 2 UITLES AVAL _ G NL NC OANT 
Wanderers also © TV Tokyo, SOFTX, r MOT EOM PETUAL COMPANY 





Albtitles also ©, manufacture end atbabed by ener Entoriscinen (UA tp WEGASTORE 
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All great books start with once upon a time. 


Plot Synopsis 

This adventure is meant to be run when the PCs have 
journeyed to the Great Library of Throal to research some- 
thing found in a previous adventure. The item is not impor- 
tant, but the characters should be looking in the 
Adventurers’ Journals section of the Great Library. 

When they begin searching through manuscripts, they 
find something very strange. The pages of several books are 
completely blank. The heroes are requested by Merrox, the 
Master of Records, to find out what erased the books. 

Unknown to them, one of the other journals in this sec- 
tion of the library was brought in by Varliss, the sole survivor 
of a group of adepts who fought and lost to the Horror known 
as the UnNamer. The UnNamer is a Horror who is made of 
lost knowledge, with the special ability to consume knowl- 
edge, memories, talents and thoughts straight out of the 
heads and books of Name-Givers. Varliss’s journal, which he 
entered in the library before retiring, was Marked by the 
UnNamer, allowing the Horror to consume the books it 
touched. In order to keep feeding, the UnNamer Marked 
Karsthin, the librarian for that section, forcing him to move 
the Marked book around periodically, so the Horror could 
absorb others. Karsthin grew more and more distraught at this 
betrayal of all he believed in, eventually going into a psy- 
chotic episode, rampaging through Throal with an axe, 
killing several innocents. He is currently awaiting trial in the 
jails below Throal. 

The PCs, with a little haggling, get in to see Karsthin, 
from whom they learn the location of the Marked book. As 
he talks, he gets more and more incoherent as the Horror 
unweaves his mind, finally dissolving his Pattern entirely. 
However, when they return, the book is no longer where he 
said; the UnNamer has Marked someone else to move it. 
When the characters stake out the library to await the cul- 
prit, they catch a thief adept in the act of moving the book, 
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and attack and subdue him. Unfortunately, they cannot 
interrogate him as he suffers the same treatment as Karsthin, 
but he gasps out its Name... Udrak. 

Their only recourse is to look inside the book to learn the 
name of Varliss. Tracking down Varliss in a Bartertown pub, 
the characters learn from him where to hunt the Horror 
before he too is eliminated. 

After that, it’s a trek to the abandoned kaer Vrenten at the 
peak of the Throal mountains, from which they can enter 
Udrak’s realm of lost knowledge, and deliver some justice 
that is long... overdue. 


Integrating Existing Campaigns 

It shouldn’t be difficult to bring your PCs to the Great 
Library of Throal. The library is the largest in Barsaive, and 
contains information all heroes need to know eventually. If 
the characters are not from Throal, they might hear of a 
bounty on the escaped killer Karsthin, and attempt to bring 
him to justice. After a furious fight (he was a warrior before 
taking up the quill) he surrenders, and the PCs take him back 
to Throal for the bounty. He is silent on the subject of sever- 
al items in his possession, though they are obviously magical 
and require research. At this point, he is quite lucid, and can 
be turned over to the Throal authorities easily before the real 
plot begins. 

The books Horrors and Throal: The Dwarf Kingdom, 
may be helpful for running this adventure, but they are not 
essential. 

If you are playing a fantasy game other than Earthdawn, 
this adventure can work with a few adjustments. Whether 
Horror, demon, or “monster,” Udrak makes a frightening 
opponent. Change his ability from erasing Talents to erasing 
the characters skills or levels temporarily, with a line-of-sight 
range. Throal and the Great Library can be replaced with any 
large city with a library, and the races of the characters 
involved are easily altered to fit your world. 
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A Talk with Karsthin 


Karsthin (with chamber pot on head): Hello. Hello. Please 
excuse my ex-o-to-ic headware. I must do it you see, to keep him in 
my head. Otherwise he might go away and take all my thoughts with 
him. Away, fly away. Away, a day, oh may, oh hey, oh day, a day away. 
It’s over, all over. 

Character: What’s over? 

Karsthin: It’s all over for there ain’t no music. There ain’t noth- 
ing besides my father and my mother who stand alone on the island 
in the book. BOOK! Book-buck-AW! | 

Character: What book? 

Karsthin: The book. The one with the cover like blood that 
screams. It screams in your head when you look at it and it lives in 
the pit of the changers who cry when they lightning-come escaping- 
ly. (Looks at the character hard). Have you ever talked to Lord Book? 

Character: No. 
|  Karsthin: MASTER! There is one for you, all fresh like you 

promised. Take him! Take him from me and I will help you. I will 
help you forever. | will move the book. | will put it where you want 
me to. Get up in the middle of the night, height, fright, blight, tight 
and fight! Move it. Touch words and they'll drip off the page like 
blood names that eat names. The blooooo-k! 

Character: Where is the book? 

Karsthin: Hidden where no one can ever find it. Down low high. 
On the sixth of the fifth of the tenth on the fourth between Thera 
and DeathAés Sea! 

Character: Huh? 

Karsthin: Let me have my axe. 

Character: No! 

Karsthin: But if you give me my axe I'll give you whatever you 
want. | can give you the talisman. | can give you the purse of silver 
ever bountiful. | can give you the windling woman with the voice 
like honey and the hair like autumn leaves. 

(Throughout this he offers the characters chunks of excrement 
and clumps of hair as bribes to try to get them to free him.) 

Character: You might hurt someone. 

Karsthin: Let me have the baxe. | mean axe. | mean BOOK! 

Master? Master why are you leaving meeeeellEEeeiieece? 
| Character: Who is your master? 

Karsthin: He lives in the book. Go. Go find the book. It will 
touch you to, too. Kill it. Destroy it. It eats lie-buries. It will pull and | 
erowbitzjeeaaaaaAAAAHHH! Kill! Us! All! Come back tomorrow 
and watch me dance. Watch me daaaaaance! 














































Drawing a Blank 


As the characters enter the Great Library, through doors 
which tower over the tallest troll, they are stopped by a tiny, 
greasy dwarf woman who glares up at them with suspicious 
eyes. She is wearing enough perfume to fill the entrance-way, 
but it does little to cover the stench of dirt and sweat that 
wafts off her. The library, in contrast, is clean, without a trace 
of dust on the stone floor or wooden desk, and the air sponges 
absorb the scent of people and books, leaving the air curious- 
ly empty. 

The elderly librarian, Gerstha, is an old-school Throalite, 
and does her best to discourage non-dwarf PCs from sullying 
her precious library with their presence. If the party contains 
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no dwarves, she politely but coldly tells them that they are 
not allowed in the stacks and must instead tell her the name 
of the book they seek and she will fetch it for them. An 
Average success on a Perception (6) test reveals that she is 
lying. If anyone calls her on it, she makes a big show of shuf- 
fling papers before exclaiming that “oh yes, they changed pol- 
icy recently. I had totally forgotten.” She reluctantly gives the 
adepts passes for section T114, Adventurers’ Journals, and 
admonishes them to keep quiet, not take any books off the 
shelves unless they intend to read them, read books only in 
Reading Room 24A, and hands them a self-cleaning cloth 
infused with elemental water for them to wash their hands 
before entering. 

The library stacks are huge, extending five stories under- 
ground, brightened periodically by light crystals placed high 
on the walls. The stacks are ten yards high, packed thickly 
with scrolls, bound books, and even the occasional slate or 
stone tablet. The hallways twist and turn randomly, with 
occasional stairs to a still lower level. The deeper they get, 
the less effective the air sponges are, and they begin to smell 
crumbling parchment and old leather and ink in the stale air. 

When the characters reach T114, let them find a few nor- 
mal journals which are helpful to the subject they’re research- 
ing, but after a few minutes, they pull out a battered old vol- 
ume with a title that sounds just right, open the cover and... 

Nothing. 

The pages are blank, every single one of them, and cov- 
ered with a thin, almost imperceptible waxy coating. This is 
not normal. An Average success on a Perception (8) test 
reveals that this is not the process of normal decay; there is 
no trace of the words on the page. As they turn the pages, bits 
crumble off in their hands and disintegrate. 

An Extraordinary success on an Astral Perception (8) test 
reveals a disturbing sight. The book has no Pattern. Where it 
should be in Astral Space is only blankness. This is not some- 
thing the characters have ever seen before. Everything has a 
Pattern, without one, this book literally does not exist. 

Presumably, the characters will spend some time examin- 
ing the book, trying to figure out what happened to it. Talents 
such as Evidence Analysis reveal only that the book is fea- 
tureless, with no marks or blemishes on the cover, and noth- 
ing but blankness on the inside. 

Eventually, they should contact one of the librarians. If 
not, one comes to check on them in their reading room. In 
either case, Merrox, the master of the library, becomes dis- 
traught when he hears about it, asking meticulously where it 
was and what they did that might have caused this. If they 
explain themselves, he grudgingly agrees “Maybe it’s not your 
fault. But you must be sworn to silence — something is com- 
promising the greatest source of records in Barsaive, and if 
word got out, the king’s political enemies would jump on the 
chance to discredit him. The library must appear secure!” 

Naturally, the PCs are requested to assist the library (and 
the king) by tracking down what happened. 


A Bit Unraveled 


The obvious lead is if they ask which librarian was in 
charge of those stacks. After some mutterings and finger- 
pointing by Jerriv Forrim and other librarians, they conclude 
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Greven 

8th Circle Thief Adept | 
(note: all values are given for final step rank, 
attributes and bonuses are figured in.) 






Attributes 
Physical Defense: 1] 

Death Rating: 66 

Social Defense: 8 

Wound Threshold: 8 

Spell Defense: 12 
Unconsciousness Rating: 56 
Physical Armor: 5 
Movement: 210/105 

Mystic Armor: 3 

Horror Karma Step: 12 
Initiative: 8 (10) 
Karma Points: 20 


Dexterity: 9 
Strength: 5 
Toughness: 5 
Perception: / 
Willpower: 5 


Charisma: 6 









Talent Steps 
Climbing: 17 
Detect Trap: 13 


Avoid Blow: 20 
Conceal Weapon: 9 
Detect Weapon: 10 
Disarm Mechanical Trap: 15 

Disguise: 11 Durability: 8 
Fence: 12 Karma Ritual: 7 
Lock Sense: 15 Melee Weapons: 17 
Missile Weapons: 16 Picking Pockets: 15 
Silent Walk: 20 Surprise Strike: 17 
Taunt: 10 Thread Weaving: 15 
Throwing Weapons: 17 Trap Initiative: 17 
Versatility: 5 Wound Balance: 9 








Flame Arrow: 1|1 
Tiger Spring: 2 


| Sprint: 4 
Riposte: 14 














Skill Steps 
Acrobatics: 13 Acting: 10 
Great Leap: 12 Lock Pick: 17 
| Poisons and Antidotes: 11 

Read/Write Dwarven/Human: 9 

Speak Dwarven/Human: 9 

Swift Kick: 11 Tactics: 10 
Unarmed Combat: 11 


Equipment 
Hardened Leather Armor 
Short Bow (20 arrows, damage step 8) 
Short Sword (damage step 9) 
Firestarter, Flask of Oil 

Amulet of Agamon (increases figured in) 
Espagra Boots (improvements figured in) 
Travelers’ Garb 

Sixty Feet of Burning, Collapsing 
Bookcase (damage step 22) 











Legend Points: 2,000 
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that no one has been here since Karsthin wigged out and left 
a month ago. His replacement, Varele, is a shirker who hasn't 
gotten down to the stacks yet. 

Karsthin is now in jail awaiting his beheading on the day 
of... hey, wait, isn’t that tomorrow? 

To talk to the condemned prisoner, the characters must 
bluster their way past the prison turnkeys, who insist that no 
one is allowed to see those on Death Row, for they might 
break them out. As they say this mantra over and over, a 
painted, pretentious, and obviously rich dwarf waddles out, 
gives another guard a contemptuous wave of her hand, and 
says “He is mad and of no use. Stay his execution any longer.” 
She walks off. This is Bumotia, a servant of Selenda, one of 
the king’s rivals in Throal. She knows nothing about the sit- 
uation, but interrogates prisoners for dirt on political doings 
whenever possible. This is a sign that the jailers understand 
the universal language of silver or intimidation. With an 
appropriate offer or threat (or playing on their reputation as 
heroes), the adepts can eventually convince the guards to let 
them in — “But leave weapons behind. This guy could kill you 
with a boot-lace.” 

The cells stink enough to make an ork vomit and are only 
lit by a single, dirty light quartz. Everywhere, prisoners scream 
to be let out (a medieval version of the criminally insane 
ward in Silence of the Lambs). They find the once-studious, 
once-mighty dwarf Karsthin in his cell, a chamber pot on his 
head, painting on the rough granite with his own bodily flu- 
ids, all of them; red, white, yellow and brown. The painting 
looks kind of like rock with a hole in the center filled with 
things that look like brown eyes (they were red, but the blood 
dried). 

Karsthin, Horror-marked by the UnNamer, was about to 
confess to the Throalic authorities when it decided it valued 
its privacy and so unwove part of his Pattern, effectively 
yanking out parts of his brain, driving him insane. He is now 
severely schizophrenic; the speech centers and some general 
wiring have been permanently damaged by the UnNamer's 
magic. Whenever he feels he is losing more of his mind, he 
slams a wrought iron chamber pot over his head to keep his 
thoughts in and stop the signals from Udrak — it doesn’t work. 
Roleplaying him requires a lot of psychotic energy. 


[See the text box for an example of how a conversation with 
Karsthin might go.| 


After a moment, the UnNamer decides that he’s said too 
much and gives his brain a real yank. He drops to the floor 
with a look of horror on his face, then goes into an epileptic 
fit. 

A successful astral Perception or Astral Sight spell which 
beats his Spell Defense (9) reveals that his Pattern is loose 
around his body, as if it were one size too big and only held 
there by bands of paper. Even now, the paper is tearing, and 
bits of his Pattern float off into space. He stops speaking and 
goes catatonic as a particularly big piece is unwoven by his 
head, billowing out limply. With an Excellent or better suc- 
cess, the astral viewer can guess that when his Pattern is com- 
pletely torn, he will die. This matters little to the Throalic 
jailers, who will execute him next evening anyway. 
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What his ranting can clue them in about is that in the 
Great Library, on the fourth floor, tenth row, fifth carriage, 
sixth shelf up, between an adventurer’s journal about Thera 
and one about Death’s Sea, is a book that is the vehicle for a 
Horror. 


Stacked Against You 

Back in the library, right where he said, should be the book 
— should being the operative word. There is a clean rectangle 
between the dusty adventurers’ journals on Thera (blank) 
and Death’s Sea (blank), i.e. the book is missing. Several oth- 
ers in the tenth row are blank, too, but there seems to be no 
rhyme or reason to why books on farming, scrolls on weapon- 
smith techniques, even a stone tablet on obsidiman humor 
are blank in the same way as the first. A Perception or 
Evidence Analysis (12) roll reveals that the blank books are 
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in pairs except when at the end of a row; 
where the dust is disturbed, the book was 
placed and the books closest to it are now 
blank and Patternless. Someone has been 
moving it around, and it wasn’t Karsthin or 
any of the librarians. 

The culprit is Greven, an Eighth Circle 
human thief adept who was Marked by the 
UnNamer five months ago. Greven has been 
sneaking into the library every couple of 
nights and moving the book, as it can only 
affect those it is directly touching. It is a bad 
strategy for the PCs to search simply by look- 
ing through all the shelves — the Great 
Library has over four million volumes. 

The best solution is to stake the place out. 
From what they've seen, the Horror seems to 
prefer adventurers’ journals (maybe it’s look- 
ing for dirt on others of its kind), so if they set 
up camp in the library, they should find the 
culprit eventually. 

On the third night of waiting, their hopes 
are fulfilled. Greven sneaks silently into the 
library through a small service door in the 
dwarven philosophy section, and tiptoes 
through the entrance of section T114. It 
requires a Perception (11) test to spot him 
initially sneaking in, and a Perception (8) 
test to see him when he actually climbs to the 
top shelf and takes the Marked journal off it. 

Presumably, the characters will wait until 
he has taken a book before they attack him, 
rather than assaulting him merely for being in 
the library. If they do fight him before he gets 
the book, they complicate matters for them- 
selves immensely, since the Horror kills him 
before he can tell the characters where the 
book is. At that point, they’d better start 
recruiting librarians to read through the 
entire place... 

Greven’s first reaction is to climb and run 
across the massive stacks (thirty feet up, kick- 
ing the shelves over onto the characters), and 
set fires with Flame Arrow and oil to distract the PCs, 
although he fights back if they attack him. The UnNamer is 
alerted to the fight the first time Greven takes damage, uses 
Horror Karma, or the first time someone other than Greven 
touches the book. If so, rhe UnNamer takes a turn to form a 
golem out of books which fights to defend Greven and the 
Marked journal. 

If Greven takes more than 40 points of damage or is oth- 
erwise losing badly, the UnNamer cuts its connection to him 
so as not to be found. As the characters watch, Greven 
screams in pain, ripping out chunks of his own hair as he 
wails “UDRAK!” (This is the UnNamer’s Name.) Then sud- 
denly, he forgets how to speak. He lurches forward, forgetting 
how to walk, and collapses in front of them. 

Then he forgets how to breathe. 

If anyone looks at him astrally while this happens, it looks 
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like someone stuck an eggbeater in his Pattern and started 
cranking. But as soon as his life fades, his body becomes a 
complete blank in the astral. He has no Pattern, not even the 
presence a dead body or an inanimate object would have. As 
far as any magic can tell, he simply doesn’t exist. If anyone 
touches him, he crumbles into waxy dust. 

The book golem continues to fight until it has been 
destroyed. It, too, can’t tell them much. 


An Open Book 


So what now? The characters are holding a thin, leather- 
bound parchment book. The cover is inscribed with tiny, 
embroidered letters in Sperethiel. Anyone with Read and 
Write Sperethiel can see that it says Varliss Feresthana, Notes 
on the Trails. 

Of course, the first person they met who read this book 
went crazy. The second person died and had his entire pattern 
unraveled. Who's next? 

This should spark some debate among players about how 
to handle this. Obviously, many of the answers to their ques- 
tions lie in the pages of this book. But what will happen if 
they read it? 
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Book Golem 


Attributes 
| DEX: 5 STR: 25 
TOU: 25 PER: 6 


WIL: 13 CHA: 13 





Physical Defense: 10 
Spell Detense: 10 


Initiative: 5 

Number of Attacks: | 
Attack Step: 25 Social Defense: 13 
Damage: 25 Armor: 13 
Number of Spells: None Mystic Armor: 13 
Spellcasting: None Knockdown: 25 
Effect: None Recovery Tests: 6 


Combat Movement: 50 Death Rating: 100 
Full Movement: 100 Wound Threshold: 25 
Unconsciousness Rating: Immune 
Equipment: None 
Legend Points: 3,000 





The book golem is an assemblage of all the nearby recording 
materials destroyed by the UnNamer’s power (leather and metal- 
bound books, scrolls, ropes with braids and knots in them) in a 
humanoid shape, constantly swirling around so each limb is a 
tornado of paper ready to check some adept out. Though slow on 
the uptake, its movement rate is high because it hovers a few 
feet from the ground (and man, can that thing...book). Melee 
and Missile weapons do half damage after its armor is factored in. | 
Fire and lightning double all damage to it after its armor is | 
applied. 


Notes on the Trails is the journal of the elven scout 
Varliss Feresthana. Varliss was the only survivor after his 
eroup explored the abandoned Kaer Vrenten. His friends 
were all destroyed by the UnNamer, but Varliss was 
allowed to survive, carrying the Horror’s Mark back into 
Throal. It is through his journal that the UnNamer has 
been consuming books, and Marking Karsthin and 
Greven. 

If the characters read the book, the Horror has a chance 
to mark them. Because prolonged exposure to the Marked 
book gives the UnNamer a better chance to affect the 
character, it can try Marking them with one Step for each 
page read. In other words, if they read one page, it tries 
with Step One; if they read two pages, Step One and then 
Step Two; ten pages means Steps One through Ten. The 
entire thing is 150 pages... 

Smart groups will start reading from back to front, 
looking for the relevant information. 

The last page contains what they need to find, telling of 
Varliss’s group's journey to Kaer Vrenten, and saying that 
he now wishes to retire to Bartertown to never face such 
dangers again. If they read the entire thing, they learn of 
Varliss’s life history, every creature he ever fought, his first 
love and so on. He’s a scout adept; his observations are 
astute, detailed, and long-winded. See Player Handouts 
for the final entries. 
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13 Rua, 1508, just after noon. 

Our efforts may have finally paid off. | could see 
the kaer’s traces of magic on its doors just barely 
poking through the dirt. Vrenten’s leaden doors 
were covered with an enormous pile of earth, and 
[say “pile” rather than “layer,” for it appears we 
are not the first after the Scourge to have 

visited it. We are on our guard; though it may be 
looted, there are secrets to be found here. 

Chann should be finished 

meditating in another few moments, and we will 
be prepared for anything that awaits inside. My 
legs are sore and my body tired. Perhaps when we 
have finished this journey I shall return to 
Bartertown to prepare for the next path. 
Hopefully, this kaer will have some ink; I’m running 
out. 


As they watch, new books appear on the shelves, their 
pages filling with words more rapidly than the characters can 
read. This should be horrifying... this thing must have min- 
ions all over the world to be absorbing knowledge so quickly. 
As heroes who rediscover Barsaive’s history, the PCs should 
be aghast at all the information surrounding them, forever 
lost to the world. 

There is every possible type of knowledge stored here — 
books, stone tablets, strung-together beads, paintings, clay 
pyramids inscribed with cuneiform — and with languages and 
pictures of races they have never seen or heard of. In fact, 
Udrak’s collection is from all over the world, and was begun 
back in the Second World, the Age of Dragons. The sheer 
mass of knowledge is staggering. 

Udrak leads the characters through the labyrinth with 
taunts and false encouragement, hoping to get them com- 
pletely lost. It takes a Tracking (5) or Perception (10) test to 
follow its voice and signs to reach the Horror itself. If the 
characters stay in one place for more than a few seconds (for 
instance, to talk back to the thing), the Horror’s mind uses 
them as a writing surface, and random sentences inscribe 
themselves into the characters’ skin. These are as permanent 
as tattoos (consider it a souvenir). 

If the adepts are of sufficient Circle, they can spend Karma 
on important Attributes to continue with a fighting chance 
even if their Talents are unwoven. If not, the heroes will 
probably be killed, erased, or Marked to become his pawns. 
Some groups have found it necessary to resort to sacrifice 
magic to stop Udrak. 

When Udrak goes unconscious, the writing all around the 
characters begins to fade. Savvy PCs may grab all the lost 
knowledge they can before leaving. When it dies, the dimen- 
sion collapses around them, book towers crashing down. 


20 





earthdawn: by the book 


Then it’s a race back out through the rapidly widening spatial 
gap between this dimension and the mirror — jump the abyss! 
fly faster! into the relative safety of the abandoned kaer. 

It's been a rough fight, and the PCs probably will bear the 
marks of it for a long time, but they can rest easy knowing 
they have preserved the Great Library. 

When they return to Throal and tell their tale, it is record- 
ed in a gold-embossed volume, complete with artists’ portraits 
of each PC, and put in a place of honor in the library. 
Particularly heroic groups will receive a personal thanks from 
King Neden himself, who mentions that Karsthin, just before 
he was executed, let loose a joyful shout. 


Appendix 
Awarding Legend Points: 


Fighting the UnNamer in his home dimension and saving 
the Great Library of Throal may be a bit higher-powered than 
your average campaign fare. Technically, the Legend Point 
award for defeating Udrak is pretty astronomical (144,000!), 
but the point of the adventure was to provide a situation for 
dramatic heroism and tragedy, not a Legend Point sink. To 
this end, the awards below reflect roleplaying and legendary 
feats only. Each opponent’s Legend Point Award is listed next 
to their statistics. Depending on what you are comfortable 
with in your game, feel free to add up to those amounts for 
appropriately dramatic battles. As always, reward creativity or 
impassioned speeches. 


Deed Award Per Character 
Keeping the problem a secret 50 
Getting the book’s location 

from Karsthin 100 
Successfully staking out the library 250 


Defeating Greven and the golem 500 
Tracking down Varliss 100 
Nobody gets Horror-Marked 

Saving lost knowledge 

Defeating the cadaver men 


Defeating Udrak 


Treasure 

Although there is no treasure as such in this adventure, 
the Great Library will happily purchase any books or papers 
the characters’ managed to salvage from Udrak’s lair. These 
are worth approximately 2D6 x10 silver pieces per book (roll 
up), more if the GM wants to make one particularly ancient 
or unusual (and smells an adventure hook here). If they are 
not copied down, the books fade completely in 1D6 days. If 
the PCs ask, the Library also pays them one thousand silver 
pieces each for their efforts, or any reward (within reason) 
that they request (want to be a minor noble in Throal, any- 
one’), 

Player Handouts 

Varliss’ Journal 

Varliss Feresthana, Notes on the Trails. 

GMs are encouraged to photocpy of cut out the pages of 
the diary from those listed here. 


SHADIS forty-seven 


word for word 


12 Rua, 1508 

We have stopped for the moment and | don’t 
know when I'll get a chance to write again. The cold 
air makes my fingers freeze and writing almost 
painful. Drega says we should be over the mountain 
in another day, and the walk through the valley will 
be beneath the clouds, where the trees will cut the 
wind. | should never have trusted an air sailor when 
he said the trip could be made without gloves or 
warm cloaks. We have seen no signs of life other 
than the birds — great Throalic eagles, | believe, fly- 
ing some five hundred yards below us. They may 
prey on the foxes we saw in the valley. 


12 Rua, 1508, late evening 

After a harrowing climb down the north face, our 
number of pitons has been reduced to twenty, total. 
But no loss of life (not for lack of trying!). The 
rations shall last another three days at the current 
rate, two if we do not eat sparingly. We must get to 
the valley and go for raw tubers and game: there is 
little enough in bread and dried jerky to sustain us. 

Tange refuses to quit babbling about the intrica- 
cies that will be revealed to him when he is promot- 
ed by the weaponsmith’s guild to Ninth Circle. As if 
the rest of us were not looking forward to such 
recognition of our accomplishments! He seems so 
solid, so sure, and yet Kaer Vrenten offers nothing 
but the same promise every lost kaer may hold. 
Perhaps we will be hailed as heroes for finding a fan- 
tastic trove... but more likely it will be another no- 
Name of a fortress, with only records and century- 
old farm equipment as the prize for ousting a worm- 
skull. If Vrenten were important, surely more than 


one document would have hinted at its inhospitable loca- 


tion! 


The sextant readings reveal that we have traveled 25 miles 


















12 Rua, 1508, late evening. 
After a harrowing climb down the north face, our number 
of pitons has been reduced to twenty, total. But no loss of 
life (not for lack of trying!). The rations shall last another 
three days at the current rate, two if we do not eat 
sparingly. We must get to the valley and go for raw tubers 
and game: there ts little enough in bread and dried jerky to 
sustain us. 
Tange refuses to quit babbling about the intricacies that 
will be revealed to him when he ts promoted by the 
weaponsmith’s guild to Ninth Circle. As if the rest of us 
were not looking forward to such recognition of our 
accomplishments! He seems so solid, so sure, and yet Kaer 
Vrenten offers nothing but the same promise every lost 
kaer may hold. Perhaps we will be hailed as heroes for 
finding a fantastic trove...but more likely it will be another 
no-Name of a fortress, with only records and century-old 
farm equipment as the prize for ousting a wormskull. If 
Vrenten were important, surely more than one document 
would have hinted at its inhospitable location! 
The sextant readings reveal that we have traveled 25 miles 
In just over four days from Throal. Notoko Is wrong; we 
are slowing down! Were we to follow the star in Garlen’s 
wrist any longer, | think we would walk off the edge of this 
next unnamed peak. 


12 Rua, 1508 


in just over four days from Throal. Notoko is wrong; we are 
slowing down! Were we to follow the star in Garlen’s wrist 
any longer, I think we would walk off the edge of this next 
unnamed peak. 


13 Rua, 1508, just after noon 

Our efforts may have finally paid off. | could see the kaer’s 
traces of magic on its doors just barely poking through the 
dirt. Vrenten’s leaden doors were covered with an enormous 
pile of earth, and I say “pile” rather than “layer,” for it appears 
we are not the first after the Scourge to have visited it. We 
are on our guard; though it may be looted, there are secrets to 
be found here. Chann should be finished meditating in 
another few moments, and we will be prepared for anything 
that awaits inside. My legs are sore and my body tired. 
Perhaps when we have finished this journey | shall return to 
Bartertown to prepare for the next path. Hopefully, this kaer 
will have some ink; [’m running out. Ce 
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We have stopped for the moment and | don't 
know when I'll get a chance to write again. The 
cold air makes my 

fingers freeze and writing almost painful. Drega 
says we should be over the 

mountain in another day, and the walk through 
the valley will be beneath the clouds, where the 
trees will cut the wind. 

| should never have trusted an air sailor when he 
said the trip could be made without gloves or 
warm cloaks. 

We have seen no signs of life other than the birds. 
Great Throalic eagles, | believe, flying some five 
hundred yards below us. 

They may prey on the foxes we saw in the valley. 
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The secret world, a daydream shadow | 3a 
of our reality, is waiting for you... 


77) Break down the walls of disbelief — He 
‘Ss join modern-day angels, dragons, ghouls, 
elves, vampires, mythic gods, immortal 
grail knights, werewolves, grim reapers, 
djinn, and others on adventures in lands of 
_ legend, myth and terror. Explore 

~ modern-day dungeons, rule the kingdoms 
_ of night, and duel with other eldritch 
creatures. Battle to save reality from 

s destruction by the forces of evil; for if the 
fe Si falls, so does our world. 


ppt. is hii iileplaying tarot cards, 

freeform ‘Pl ¥; communal protagonists, 

personal iythology, live-action elements, vj 
.and many other never-before-seen 
innovations with the most incredible and 
detailed setting imaginable. 
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Your j journey inta, the alms of moderfi-day fafttasy, horror, 

epic adventure, action, and mystery begins with 

Book OF THE UNLIVING — the first of four stand-alone 
foundation bdoks, available now in stores everywhere, 

. 4 It features ghouls, *revenants, Frankéfstein monsters, 
vampires, ghosts, grim reapers, the Underworld, 

t catacombs, and, much more. 

VES! Product # EV-100 


The hiyésey continues with Book oF THE BIGHT — 
the second foundation book, available Spring ‘98 
It features mythic gods, knights.of the round table;angels, 
half-angels, demons, hellspawn, the sevencheavens, 
the netherworlds, and several surprises. 
VESI Product # EV-200 
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THE EVERLASTING will lead you into the magical world 
you have always wanted to visit ... the one you live in. 


The Everlasting, 

Interactive Legendmaking Experience, 
dnd Secret World 

@ and ™ 1997, 1998 by 

Visionary Entertainment Studio, Inc. 


For more information, send SASE to: 
Visionary Entertainment Studio uf 
104 Bull Street,LaGrange, GA 30240 = 706.845.1548 [> MNMBMMeraerems U0" Cer? 


aie ; ; : Cover illustrations 
http://www.visionaryentertainment.com © vesisteve@inetnow.net by Alan Rabinowitz. 
a : a : 
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PEACE HAS FAILED... 







THE GAME OF 





STARSHIP COMBAT 
: IN THE : 
- BABYLON 5 UNIVERSE 
TAKE COMMAND THE WAR HAS 
ERUPTED AT A 
STORE NEAR YOU 
LOOK FOR OUR FINE 
LINE OF BABYLON & 
WARS MINIATURES. 





GAMING 


BYLON 5 WARS IS PRODUCED BY AGENTS OF GAMING 
BABYLON 5 IS TM & ©1997 WARNER BROS. 
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written by paul cardwell, jr. 


n SHADIS #40, Ed Carmien wrote an article entitled 

“Camping: It’s No Picnic”. His article had some much- 

needed words regarding the problems of player’s characters 
camping out while on adventure. For the most part, his com- 
ments were an accurate wake-up call to those whose fantasy 
eames are about as realistic as space opera faster-than-light 
travel, and this is not a refutation of his wise words, but mere- 
ly a fine tuning. On the other hand, it was a much more pes- 
simistic view of things than the most cursory study of the 
anthropology of nomadic cultures shows to be real. 

Try a little 1985 desktop game called Mythworld for a more 
reasoned view of the subjects covered in that article. It 
includes charts for the scenarist and referee (the system 
requires very little in charts for the players after character 
veneration) for all the problems of the trail from the fatigue 
rates in various terrain, to a reasonable plotting of weather 
conditions, to such rarities as tornados, earthquakes, and vol- 
canoes. Like almost all independent it offers the serious 
gamer something useful — either as a game system in itself, or 
a storehouse of ideas to incorporate into other systems to give 
that added touch of realism and challenge. 


Hunter, Gatherer 

Carmien’s hour a day in game-rich areas is a reasonable fig- 
ure for hunting en route, but subject to some modification. If 
one is going to be satisfied with rabbit, there is a less time- 
consuming way to get them. Rabbits are vesperal (a short way 
of saying they are most active at dawn and dusk). Simply set 
out a few traps in their easily seen trails as you start to make 
camp and run your trapline before leaving in the morning. 
That should get you enough for a couple of days. 

Of course, since most adventurers are fairly skilled at bow, 
javelin, atlacl, sling, etc., a larger (deer-size) quarry will take 
care of a sizable group for several days. Where time is not a 
major factor (generally anything other than a rescue opera- 
tion or similar emergency), my PCs have been known to take 
four days off to jerk an antelope and have trail rations for sev- 
eral weeks. Jerky is light and keeps forever if kept out of mois- 
ture. While the sun is doing its work, the band can rest up, 
learn new skills from other members, or any of those other 
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® artwork by steve bryant 


things supposedly impossible while camping. 

Half and half (by weight, please) jerky and rendered fat 
makes pemmican, which can be improved by adding berries 
for both taste and vitamins and is a traditional winter trail 
tation when the added fat to the diet is needed. Incidentally, 
rabbit is so low in fat that there is actually a deficiency con- 
dition from lack of dietary fat called “rabbit starvation” — 
diarrhea, listlessness — you don’t want to get it. Penole (corn 
roasted golden brown and ground coarsely) can be mixed one 
tablespoon to a cup of water and drunk quickly (it expands in 
the stomach giving the effect of a full meal). A supply can 
sustain one for days in an emergency. These were the stan- 
dard trail rations of plains Indians and Mountain Men alike — 
sustaining but very monotonous. Berries can also be sun-dried 
and preserved this way, as can some vegetables. That is what 
you do when game is short — eat your trail rations. 

Dried intestines are a good waterproof packaging for this 
technology level and when empty can be boiled for soup 
stock. Horn is also a good waterproof container, and was later 
used to keep gunpowder dry. Ceramic containers, the lids 
sealed with wax, can come in a wide variety of sizes, although 
the weight of the container as well as its comparative fragili- 
ty, restricts it to wheeled transport. Well-made barrels can 
also be used to keep foodstuffs dry, although they are limited 
to pac k-stock or sturdier transportation. 

Water is generally carried in individual quantities in can- 
teens made of gourds or skin (the bota beats modern canteens 
on all aspects being softer on the hip and rations the water in 
that a couple of swallows squirted into the mouth feels like a 
cup-full). Group water supply is usually in the form of whole 
skins (sheep or goat size) or small barrels, carried by pack ani- 
mals, or large barrels on carts. 

The cultures played had no idea of the germ theory of dis- 
ease (nor did anyone else until the mid-nineteenth century), 
and would likely drink from any source that was wet and did- 
n’t taste bad. The old tale about a dead animal upstream is 
insignificant if the stream is fast flowing and the animal itself 
did not die of some disease communicable to humans (or 
whatever species your PC is). Most individuals in such cul- 
tures not only carried a horrendous variety of parasites, but 








were fairly immune to their worst 
effect. Montezuma’s Revenge (by 
whatever region of backwoods it goes 
by) comes to mind. And yes, there are 
all sorts of game solutions to the prob- 
lem from potions to spells to unicorn 
horns to avoid the problem entirely. 
The “little wine for your stomach’s 
sake” advice to Timothy was regarding 
a persistent case of amoebic dysentery. 


Getting There 

Any kind of adventuring outside 
temperate forests will require some 
form of transportation. Equines (hors- 
es, donkeys, mules, perhaps unicorns) 
are probably best, but camels (llamas as 
well as dromedaries and bactrians) are 
also useful in some regions. Dogs are a 
problem in that, for breeds large 
enough to carry a worthwhile load, 
they need almost half as much food, 
almost entirely meat, as a human. On 
the other hand, carts can be pulled by 
large dogs as well as by humans, and 
are the standard draft animal on snow- 
fields where carried meat is easier to 
find than the equine’s hay. The trek 
cart is still popular in European camp- 
ing where most of the travel is along 
back roads rather than through total 
wilderness. With such transportation, 
travel is easy in all but swamp, tundra, and steep mountains. 

Keeping warm requires only blankets (or their substitutes 
such as fabric poncho, cape, etc.). Tents are another matter. 


The only adequate tents of this technology were made of 


leather. This means they are quite heavy compared to a mod- 
ern Gore Tex model, but even worse if camp must be struck in 
a rain as they absorb a considerable amount of water. The 
Roman Legions found one pack mule per eight men was 
about right, and it mainly carried their rather large tent and 
additional food supply. The “Marius’ Mule” (the Legionnaire 
himself) was carrying about eighty to a hundred pounds on 
the march, thus the name. (Marius was the second century 
BCE Roman consul and general who reorganized the army for 
more efficient mobility.) Travelling without a tent will gener- 
ally require good weather, inns, convenient caves (very rare), 
or a party of elves with their uncanny ability to find hollow 
trees. However, many nomadic cultures’ hunting parties trav- 
el extensively with no more than a bison robe for shelter and 
insulation. 

Both tents and leather footwear will require frequent 
applications of a wondrous restorative potion which is rubbed 
into the leather. Old timers know it even today as neat’s-foot 
oil. Available at your friendly alchemist’s shop for a surpris- 
ingly reasonable sum. 

Fire is useful for heat, light, and tastier meals. However, 
outside some “tents” that are really portable houses (tipi, 
yurt), you can’t have the fire inside the tent. It is possible to 
have something (a green-log wall, a flat rock, a cliff face) 
reflect the heat from a fire into a tent, but it requires a bit 
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larger fire, and that the tent remain open through the night. 

Outside wilderness areas, bridges and ferries may be found, 
and like inns, have a cost associated with their use. In the 
wilderness, you will have to improvise. Carrying your own 
boat is hardly practical, although in comparatively recent 
times, the famed Conestoga wagons were caulked to become 
a boat when crossing rivers. My characters tend to favor 
shoreline willow (or whatever is analogous in the place and 
system) shoots and with their tent, eo a coracle. It 

takes less time than building a raft and at least keeps the gear 

dry. However, it is suitable only for fairly calm waters. Even 
the worst stretch of white water ends somewhere in a reason- 
ably peaceful stretch and only the deepest rock canyons will 
be an exception to this method. 

Riding, pack, or draft animals require some care on the 
trail, but have their compensation in greater mobility. Horses 
only need four hours sleep, but longer rest. Of course, they 
tend to detect any strange animal that way. One of the prob- 
lems of the 1850s US camel experiment was that their scent 
tended to spook horses on first contact. Even if a friendly or 
neutral encounter, it still helps to be warned ahead of time. 


Encumbrance 


How many pounds in a coin... er 10 what? 

Much may be carried by a mount or vehicle, it functions 
mainly as a list of things the character has handy; the dis- 
mounted encumbrance is what the character carries when 
not aided by a mount or vehicle; and there is the battle 
encumbrance which is what the character is burdened with 
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CHARLIE COMPANY has finally arrived at RAFM HQ, and is now available for sale. 

CHARLIE COMPANY is a 20mm miniatures rules system for small unit combat in Viet Nam, with a strong role- 
playing element. As the unit leader, it's up to you to get your boys successfully through 12 missions (13 if you play the 
USMC) without getting killed off by the NVA, VC, or the incompetance of your of your own officers. Rules are included for 
campaigns, AFV's, Aircraft (fixed wing and rotor), artillery, booby traps, and more. 
With a scenario pack and Referee's Screen soon to be released, as well as ever-expanding line of figures, 
CHARLIE COMPANY is going to kick and takes names... 


6694 US Army Heavy Weapons , | RAFM Company Inc. 
pqmad (EO/Dister) al | | 155B Copernicus Blvd 

a Brantford, ON 

N3P IN4 

Phone:(519) 759-1995 

Fax: (519) 759-6280 


Website: www.rafmhq.com 
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PULP DUNGEONS—Dungeon adventures for any fantasy role-playing system! 

Each Pulp Dungeons adventure has several evenings worth of action-packed, dungeon-c rawling fun! 
Every Pulp Dungeon in a series is linked by clues and passages to the others! 

Written by Timothy Brown, James M. Ward, Bryan Winter, Lester Smith, and Gary Gygax! 


Series 1: Just Above the Pit Series 3: Guardians of the Knives Coming in 1998! 
O7OL The Forsaken EIVOS wesc 395 O709 The AMAZONS GOIC.ccccsssccssssscussssesee $3.95 0715 Pulp Dungeons Roleplaying Game......8795 
(70) } ! 71 lnfestati 1 “K } nL peepee eet « c " The Farmbiee Curce 4 £ 5 4 = 
ono | | “n of Kobalds 2 sai se soi GS CURSE, scscsssessneersseerrsssentnanseseseen SDD Series 5: Temples Deep 
- . toc si vi ll] =I TAMANS: LOCC isha bth OO (716 Vale OLVINPUS. ssocmsnessosessonsecrsenneaeereoraeeS795 
pike we a = ae ne 712 The shernspemaeac eet PBC satin SDD O7I7 Sect Of the Black PeAaL, susmsnseeeeseeoooeS795 
a foOY aa Dark at par ‘ - TPE wy an mie wat ear ~} 2S “4 : ; 
9 Adventure Pack | (one of each).......... $12.95 0777 Adventure Pack 3 (one of each) .......... $12.95 0718 Demon Centurion ................. $795 
Series at 7 = % 1 S "Tarr a Series . 
pee - re ; lements of Tet ay Ser ies 4 Pulp Horror 
: i) Wir 5 . ‘Treacire Adige i ics 4 ¢] OS ' , 
| 5 Halls 0 ME COVE Tn anecsseagrnnsntensessssasorsnsssassareroed } 395 O713 Treasut ( Most Magical. sssaiiamanuaiiamninitilbas 0800 Home. Sweet Home......................8795 
EPCOT R14) gc Uhot Va jg | RRM Rea or 0714 Fools and Their MONCY,..cccscccccssseeeS4.95 
Vy ee oof the Accuree An 1, wat ; i 4 “4 : lc ‘sair Publis ne “OOUCTS "eC fAilable 
wiiedd Kak sof the AGCUrSed PEPYS esas 93. 15 0770 Uninvited Guests... NEW! ....87.95 All Corsair Publishing products are available at 
O708 DYARONS FOUNTAIN woocccccccccsceesseenseeeenen 9 395 game stores everywhere, or order by phone at 
0776 Adventure Pack 2 (one of each).........$12.95 (608) 274-8910, fax (608) 274-8902, e-mail 


Chaos Progenitus Dice Game 

0501 Chaos Progenitus Starter Set ..00......$995 

0502 Plague Beasts Booster Pack 1 .............. $6.95 Corsair Publishing, L.L.C. 
P.O. Box 259836 
Madison, WI 53725 


corsairj@itis.com, or by mail. Add $1.00 S&H. 
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ups and downs 


after dropping the backpack and making a 
stand with weapons. While weapons and 
armor obviously constitute the bulk of battle 
encumbrance, they should not exceed half of 
the dismounted encumbrance. In no case 
should dismounted encumbrance exceed half 
the total encumbrance limits of the character 
as the fatigue rate would be too great for effi- 
ciency. Short of missile fire, an unarmored 
character can generally avoid contact with an 
armored one and just simply tire the armored 
one out. 

Therefore, most of the total encumbrance 
is going to be camping gear, food, and possibly 
even tools of the trade. After all, loot is unde- 
pendable, while a trade can keep one in a sub- 
sistence income indefinitely. It is amazing how 
many times the success of an adventure has 
depended on the fact that we happened to 
have a carpenter or armorer in the band. Even 
without a smithy, a few tools permitted the 
needed repair. Even an entertainer is valuable 
for scouting a questionable town. 

| would rend to take issue with the point 
about there being a problem of “keeping 
sharp” on adventurer’s skills while on the trail. 
One can do a lot of things while just riding 
along (whether the riding be on horseback or 
in a cart). Cultures which use the whorl (fly- 
wheel on a spindle) rather than the spinning 
wheel do most of their spinning while walking 
to town for shopping, going to the village well 
for water (and gossiping awhile there), and 
other tasks requiring no great concentration. 
From the saddle, it should be a cinch. Remember, horses trav- 
el at a walk most of the time. Yet this is a fairly precise oper- 
ation or else the thread will be radically uneven in thickness 
and worthless for weaving. As the article stated, most GMs 
may very well say they are mutually exclusive, but most GMs 
would be wrong as examination of the subsistence-economy 
cultures in the world today will amply demonstrate. 
Remember St. Paul carried on a lucrative tent-making trade, 
making them while on shipboard or in a wagon on a Roman 
road. 

Hunting for the meat course on the trail will keep the mis- 
sile-weapon skills sharp. The most-used skills an adventurer 
can have are the ones that are practiced daily in the simple 
act of camping: setting and striking camp, cooking, fire mak- 
ing (flint and steel or firebow are the fastest for this pre- 
match era), identify plant, etc. Almost two-thirds of 
Mythworld’s 104 general skills can be learned from masters 
within the band while camping. Most of the exceptions are 
those requiring heavy, bulky, or complicated equipment 
rather than the learning process itself being the problem. 

Like most of camping, the secret of good adventuring is in 
keeping the weight down. Unfortunately most game systems 
minimize fatigue as a game factor. Most follow the AD&D 
nonsense that armor keeps you from getting hit. It makes it 
more likely that you will get hit because you have less ability 
to dodge with all that weight — it does keep you from getting 
hurt as easily, but that is not the same thing. Indeed, too 
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many systems follow the D&D lead of having no effect at all 
from injuries until the last hit point is used up, whereupon 
the character falls dead from an otherwise survivable injury. 
A little realism is not that hard to keep up with. 

In Mythworld, there are three operative encumbrance fig- 
ures: there is the total encumbrance which may be carried by 
a mount or vehicle, it functions mainly as a list of things the 
character has handy; the dismounted encumbrance is what 
the character carries when not aided by a mount or vehicle; 
and there is the battle encumbrance which is what the char- 
acter is burdened with after dropping the backpack and mak- 
ing a stand with weapons. While weapons and armor obvi- 
ously constitute the bulk of battle encumbrance, they should 
not exceed half of the dismounted encumbrance. In no case 
should dismounted encumbrance exceed half the total 
encumbrance limits of the character as the fatigue rate would 
be too great for efficiency. Short of missile fire, an unarmored 
character can generally avoid contact with an armored one 
and just simply tire the armored one out. 

Therefore, most of the total encumbrance is going to be 
camping gear, food, and possibly even tools of the trade. After 
all, loot is undependable, while a trade can keep one in a sub- 
sistence income indefinitely. [t is amazing how many times 
the success of an adventure has depended on the fact that we 
happened to have a carpenter or armorer in the band. Even 
without a smithy, a few tools permitted the needed repair. 
Even an entertainer is valuable for scouting a questionable 
town. 
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Indoor Activities 

So, what is wrong with the inn? If you have enough money 
to afford the very best, nothing. Most adventurers - at least 
those who are sensible, and therefore more likely to survive - 
tend to spend most of their money on more skill training from 
the local masters of the regions they pass through. As a result, 
they don’t have much money, and must be content with the 
lower quality inns. 

These almost certainly will be rife with fleas, bedbugs, and 
other insect and arachnid life that is potentially debilitating, 
possibly disease vectors, and generally disgusting. If the camp- 
site is chosen with care (make the roll in Camp - you do have 
Camp as a general skill in your game, don’t you?), few of these 
problems will occur, mosquitoes or other flying biting insects 
being the most likely, and a small smudge fire will discourage 
most of them. The characters in an inn will almost certainly 
have to share a bed with some stranger (if not simply sleep on 
the hard floor). Snoring becomes a major enemy of sleep and 
fights are likely to break out over it. In camping, you can 
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inns and outs 


chose your own bedsite and noise dissipates more quickly in 
the open. The inn has noise from the tavern downstairs and 
the chance of a noisy fight breaking out is even greater there. 

The confines of a town in general and an inn in particular 
makes contagious diseases almost a continuing epidemic. 
Sanitation is virtually unknown with sewage and garbage 
both generally ending up in the nearest river in due course. 
Wells were generally so polluted that the few unpolluted ones 
generally were given mythological associations as only heroes 
could dig a well that remained uncontaminated. 

Unless bards of obvious skills, most strangers are greeted 
with suspicion, if not the unwelcome attention of the con- 
stabulary, while in more rural areas, a small band of armed 
characters will at worst be greeted by the apparent absence of 
any habitation. Avoidance beats confrontation any time! 

Indeed, most of these rural cultures have a strong custom 
of hospitality and strangers might well be welcomed into a 
private house. The potential for gaining news of the outside 
world is worth the added cost, especially if the adventurers 
have some meat to contribute to the pot and don’t mind 
sleeping in the hay supply. In colder climates, the house was 
often situated over the barn rather than in front of it, the 
heat from the animals helped heat the house as it rose. In any 
case, the hay supply would be less insect-ridden than the 
usual inn’s straw mattress which may well be so old they are 
crumbling. When one is accustomed to sleeping on the 
eround, any padding at all is luxury. 

The more successful adventurer is more likely to come 
from a culture where camping is the way of life: a nomad, a 
peasant whose hovel wasn’t nearly as comfortable as a tent, a 
yeoman just graduated to journeyman from apprenticeship 
and without funds to set up a business, or even a noble fallen 
on bad times from a bankrupt house, or so far down the order 
of succession as any inheritance is out of the question. All of 
them have this in common: they are broke, they need money, 
and adventuring is the nearest to legal way for them to amass 
a reasonable quantity before old age makes the matter moot. 

We have no similar way to adventure, so we play these 
games to partake of just a little of this feeling. The more 
accurate we make the play, the more of this mythic feeling we 


will gain. (8 


paul cardwell, jr. 

Cardwell was author of the now out-of-print America’s | 
Camping Book (Scribner’s, 1968, 1976). Two editions, plus an | 
Outdoor Life Book Club selection and a Book of the Month 
Club alternate, along with a couple of degrees in interdisci- 
plinary studies, and Chair of the Committee for the 
Advancement of Role-Playing Games, constitute something 
of credentials. 

Cardwell claims that the Mythworld game, still in its orig- 
inal unillustrated, dot matrix type, is available by mail for 
$25.00 (postage included) from: 

Hippoeriff Publications, 1127 Cedar, Bonham, TX 75418 

The main books (Rules, Bestiary, Outfitter, Skills, and 
Spells) total over 400 pages. The Bestiary was once used by | 
the Dallas Museum of Natural History as reference for an 


} exhibit on animal speed, jumping distance, etc. There are 


also three scenarios for the game at $4.50 each, including 
one solo scenario. 
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The Chaos War Series 


Cai The Dwarves SIME? 


For generations the dark dwarves of Thorbardin have raged against 
the Hylar, ancestral rulers of the realm. While the Hylar’s best 
battalions are fighting in the Chaos War, the dark dwarves lay siege 
to the fortress city of the Hylar. As magic and madness enshroud the 
dwarves, betrayal spells the difference between doom and 
deliverance. 
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The Chaos Wor Series 





Popular DRAGONLANCE® author Douglas Niles tells the tale of the 
legendary dwarven kingdom during the Chaos War, the backdrop for 


The New York Times best-selling novel Dragons of Summer Flame. ~» The Last Thane 
By Dougles Niles 

TSR #8393 

ISBN #0-7869-1172-7 

Available June 
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Dark Conspiracy 
Plaver s Handbook 
2nd edition/basic RPG 
Components: 256-page book 
Retail: $20.00 

Release: MAY 1998 

Stock #: 1501 

Contents: A new dark age has 
come, and the world desperately 
needs new heroes. The Player's 
Handbook contains all the rules 
to create and run characters in the world of Dark Conspiracy, 
including material from the previous released basic game, 
Dark Tech and the Empathic Source book. This book 
includes revised character sheets, an expanded equipment list 
and an in-depth empathic abilities section. 
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ixeferee s Screen 

2nd edition/accessory/adventure 
Components: 48-page book 

8 1/2 x 33 Gamemaster Screen 
Retail: $20.00 

Release: July 1998 

Stock #: 1510 

This three-paneled referee's screen 

is beautifully illustrated by fantasy 
artist Larry Elmore. Also included 

is a 48-page book with material from 
the previous released Ice Daemon 
and Nightsider adventures, both of 
which are sure to frighten and delight 
horror role-players of any age 


PA emeellaevetehvo alice 
Retail: $20.00 


Stock #: 1550 


Dark RUmors Vol. i 
Components: 128-page book 
Release: September 1998 


A collection of two adventures 

from the first edition of Dark Conspiracy: 
Among the Dead and Heart of Darkness. 
In Among the Dead, characters must make 
a mystic trip to Moscow for the 
knowledge needed to save New Boswash 
before it succumbs to the grip of the Dark. 
In Heart of Darkness, characters track the 
trail of a 1000-year-old wizard and his 
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Dark Conspiracy 
iteferee s GUide 

2nd edition/basic RPG 
Components: 256-page book 
Retail: $20.00 

Release: MAY 1998 

Stock #: 1500 

Shapes that rip and tear. 
Shadows that live in corners. 
Windows in space and time that 
lead to realms of madness and 
decay. A dark, lurking horror that feeds off the echoing anguish 

of a billion souls. When an ancient, brooding evil is released from 
its dimensional prison, humanity’s worst nightmares come to life. 
Set in the near future, the world of Dark Conspiracy is fraught with 
peril and challenge. Can you turn back the forces of darkness? 
The Referee’s Guide contains material from the previously released 
basic game, plus materials from Dark Races and Proto-Dimensions, 





a large section on new dimensions for players to explore, and start-up 


adventures needed to play this game of sci-fi horror. 
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Dark Rimors Vol. 2 

2nd edition/adventure - 

Components: 128-page book 

Retail: $20.00 

Release: November 1998 

Stock #: 1551 

A collection of two adventures 

from the first edition of Dark Conspiracy: 
New Orleans and Hellsgate. In New Orleans, 
people are disappearing, and something in 
the swamps north of the city is responsible. 
In Hellsgate, characters travel beyond the 
asteroid belt to unlock a gate to hell. Life 
is about to become terrifying! 


magical talisman in hopes of putting an 


ancient evil to rest. 


Dark Conspiracy is a trademark of Dark Conspiracy Enterprises. ©1999 Dark Conspiracy Enterprises. All rights reserved. 
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and RAy dAwn Chong! 





An xtr m UV ng anc 










Ady ntur 


written by tony lee 


he ‘s performed all month was running to the bank to 

cash his check! Two words: No and no. Get back to 
me when you find some one really macho. Have your people 
call our people and we'll do lunch. Ciao baby. 

Jeez! Tell ya what— good heroes are hard to find these days. 
Take the stiff this guy just tried to sell us on the phone! Looks 
like Superman, talks like Clark Kent, and hits like Lois Lane. 
Obviously a reject from one of those number-crunching pro- 
jects, the way he kept muttering about full-phase active 
defense and range penetration. Can you believe he’d rather 
play it safe than step out and blast away like a real hero? Total 
C.H., man. Can’t Hang. 

But not you, kid. We see potential in you. We noticed ya 
cracking noggins between exploding barrels; flying down an 
eight-lane highway in a Ferrari in reverse, plugging bad guys 
off their motorcycles and forcing them over the guard-rails. 
We see you headlining cineplexes all over the world on the 
level of Arnold, Clint, Van Damme, Norris, Gibson, Segal... 
all those big marquee stars. You can be anything from a 
Beverly Hills Ninja to Men in Black. Flexen those super ‘ceps 
and impress‘em with slick moves. This is your ticket to cellu- 
loid immortality, baby! 

We know other guys are trying to work deals with you too, 
so we're going to run a sneak preview of how us movie moguls 
do things here the “Extreme Vengeance” way. OK, roll ‘em! 


A Sfar is Born 

No doubt about it — you are the star! Other people might 
treat you as if you’re just another character, a set of numbers 
just like any other set of numbers, but not us. We go out of 
our way to spotlight you! You're our Feature Role, perching 
high atop the totem pole over Supporting Cast and the lowly 
Extras. You'll enjoy special script immunities -in your heroic 
conquest over grandiose villains as well as the box office. 
You'll get to show off incredible killer moves, woo major 
babes (or hunks, we’re not biased) and still save the world just 
in the nick of time. Tough? You’re about as unkillable as 
Connery’s career! 

Unlike others who rate you on the usual six, eight, or ten 


rT im? Star material? On what planet?!? The best action 


volume vi e number x 


run-of-the-mill stats, we look at only two Star Qualities. 
“Guts” is the grand catch-all- what you use to overpower 
foes, schmooze sultry strangers, stare a zillion-to-one odds in 
the eye and beat it! A Gutsy role —like yours— can pull oft 
improbable stunts that awe the audience into suspending 
their beliefs. 

You become Gutsier as you suffer through the bad guy’s 
evil plan! Wicked acts such as shooting your childhood pal, 
firebombing your Aunt Bertha’s house, kidnapping your 
sweetheart, and ambushing you in a dead-end alley may 
intimidate lesser stars, but will only serve to motivate a hero 
like you, increasing your Guts by one each time until you're 
at the boiling point! This introduces conflict and all that 
other melodrama, while prepping your role for the finale, so 
when the climactic fight rolls around you'll be “emotionally- 
charged” to kick some serious booties, Hollywood style! 

When all else fails, however, you can still rely on your 
“Coincidence” (aka Dumb Luck). It’s your divine script inter- 
vention, a combination of convenient escape hatches and 
plot devices. So Jaws survived a fall from a plane without a 
‘chute, eh? You can top that! Simply script a reasonably con- 
trived excuse that will lead to the desired effect, then make it 
happen with Coincidence! Isn’t it just fortuitous that a big- 
top is there to break your fall? Or that you happen to be wear- 
ing a Kevlar vest under that jacket? And good thing you have 
the “brilliant foresight” to tuck a gun under the mattress.... 

Should you desire some Tinseltown movie magic to liven 
up the screen, just dip into your personal bag of tricks marked 
“Repertoire” and... dash through a hail of bullets unscathed 
from a Dramatic Slo-Mo! Slam down the monster heel with 
Multiple Angle shots of your mighty magnum! Make dinner 
plans with the attractive foreign beneficiary of your heroism 
via Subtitles! 


Lights, Camera, Action 
If you’ve been itching for some fancy shooting and fancier 
footwork, have we got a place for you! And'this with a fast ‘n’ 
loose, showmanship-oriented setup to guarantee your dra- 
matic flair is properly rewarded! Your every significant move 
has nothing to do with the usual circumstantial factors but 
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When you're too busy to write tables from 
scratch, or you're just looking for some 
new ideas, try the TableMaster Table 
Packs. Each has dozens of ready-to-use 
tables for a particular genre. Of course, 
you can easily customize all of them to 
meet your exact needs. Watch for more 
new table packs coming soon! 


Fantasy 7 


Fantasy Table Pack 1 is full of tables for 
wilderness and urban settings. Included are 
detailed town generation, city encounters, 
wilderness mishaps, unique inns and taverns, 
and much more. 


Fantasy 2 


Fantasy Table Pack 2 is crammed with tables 
for all types of underground settings. Fantastic 
treasure, cryptic scribbling, dark elven cities, 
ancient tombs...everything you need to stock 
the deepest dungeon. 


FCIENCE FICTION 10 


Create new life and new civilizations with the 
help of TableMaster. Unique aliens, ancient 
ruins, Suspicious job offers, mysterious 
devices, starship encounters, and many more 
tables to fill your SF game with detail. 


Apocalypse 10 


TABLEMASTER 


the Spare Time Generator 


Exercise your imagination, not your dice-rolling hand! Why spend your valuable time rolling up a 
dozen NPCs your players might never even meet, or all the inhabitants of a town they might 
never visit, when your computer can do it in seconds? With TableMaster to generate the color, 
the background, the details for your campaign world, you can save your free time for design, 
creativity, and imagination -- the important parts of gamemastering. 


TableMaster is the first universal table handler. Anything you can roll up with paper and dice, 
your computer can do faster, easier, better. Instant names, ideas, foes, loot. Anything you need, 
for any game you play. A simple script language lets you convert any table from paper to 
computer. Start with the more than 50 tables included with the package, read the detailed tutorial 
in the manual, and in no time at all you'll be customizing our tables and writing your own. Give 
your dice a rest -- and have more free time for the fun parts of gamemastering! 


The TableMaster package includes the TableMaster software, printed tutorial/reference 
manual, and more than 50 tables to get you started. Available for MS-DOS, Windows 
32-bit (Win95, WinNT), and Windows 16-bit (Win 3.x, OS/2 Warp). 
system requirements are simple: If a computer can run the appropriate operating 
system, it will run the matching flavor of TableMaster. If your computer can 
even fake MS-DOS reasonably well (i.e., SoftPC on the Macintosh) it can 4 30) 
run TableMaster for DOS! (please specify DOS, Win3.x, or Win95) 
The time to be a 
good gamemaster... 
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Let them hear your thunder! 


You probably have a whole collection of .wav format 
sound files. They came as part of computer games, you 
downloaded them from the net, maybe you even bought 
a CD-ROM with hundreds of them. Wouldn't it be great 
to be able to use them during a RPG session? Let them 





Destroy the world...then play games in the ruins, 
This, the newest table pack, is your source for 
wasteland towns, bandit gangs, mutants, secret 
societies, ruins to loot, and much more to detail | 
a post-apocalypse world. 





..the power to 
be a great one! 
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fallen asleep. & | 
a a — {4 Ancient manuscripts, cryptic maps, and secret messages areeasy. 
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a button. A handy loop feature lets you repeat a file for  jy* from Wintertree. From ancient Phoenician, the Futhark runes, and ‘a 
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Visit Wintertree Online 
on the World Wide Web 
— http://www.wtsoft.com 


for downloadable demos, free samples, tech support, 







great stuff for gamers! 
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online ordering, the Gamemaster's Notebook, and more | 
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. Type maps in your word processor! 


| You're writing up a really great adventure. You need a quick map -- maybe a couple of 


dungeon rooms, or a smallish building. Do you have to fire up your fancy mapping 


word processor! 


printer! Custom graph paper is at your fingertips, too. All of this and more is 


easy with the TrueType fonts in Mapographer. 
Windows format only ak Mapographer 


Rindge, NH 03461 - 0924 


email: sales@wtsoft.com 
phone: (603) 899-5573 
(everything but orders) 
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software? No, you just switch fonts and draw up your map right in your favorite Windows 


Don't want to run to the game store to buy hex paper? Print it out by the page-full on any 


















“eZ PLANESCAPE’ 
See 2 MNoxsirousComperowuay 


APPENDIX 





t ] Aa 
| . ete | oe 
. eee Ts ; Pi i ' 
, ‘. * 1 a : ‘ J 
i?) . A }, = a" 
J ae F 
Y 1 . | PO lls, gill 
v 7 k bs .s a x 
"1 ry oie ie 
a . 2% pai it'| if ae j 
Fat, - a = , ? 
jan ‘ { a 
Spc =a 
P ety } ee 
. fs se F id 
pei a | ‘ 
I 
F 1 / 
cf 14 
a! 
an an Uy 


Creatures as alien as any the 
multiverse has ever seen. Things 
that eat color, leaving a victim 
fully transparent. Beasts that 

spread life like a virus, 
animating all things around 
them. Spirits that form 

hodies hy forcing hundreds 

















of smaller animals to act 
as one. It's enough to make ae Pra | 
a sod long for a pit fiend. | - ae - - se cs . on 


ie 
ae 
= ¢ 


* (ver 30 all new or completely updated ai 
monsters, illustrated in full color 


* Includes detailed notes on ecologies 2 
and interactions (i 





* Creatures from the Inner Planes, the 
Astral Plane, and the Ethereal Plane 
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BE JABBA’S KIND OF SCUM... FEARLESS 
MAKE A GROWN RANCOR KEEPER CRY AND INVENTIVE 





( OOOH-AH- MAMAMAHA!) 


REDUCE YOUR OPPONENT’S DECK TO 
BANTHA FODDER 










GET JABBA OFF HIS HUTT WITH A 
THERMAL DETONATOR 


YOUR OPPONENT’S SAIL BARGE FOR A JOY 


RIDE 
YANK LEIA’S CHAIN 


SIT, BUBO, SIT. GooD DOG 
SQUEEZE JABBA INTO A CARD SLEEVE! 
THIS LITTLE GAMORREAN WENT TO Mos EISLEY, DEPLOY ITONAK, OR A WEEQUAY, OF IARAGWIN, OF A 
G 





THIS LITTLE GAMORREAN STAYED HOME : 
OR... OH JUST DEPLOY THEM ALL! 


IF IT'S IN YOUR HEAD 
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written by john wick @ alfwork by cris dornatis 


“It is as if you do not aim,” | told Tsuruchi. 
He smiled, “The arrow knows the way.” 


Wasp bushi (warrior, samurai) is a walking paradox. 

He wanders the countryside, trading his services for 

money while denouncing the virtues of bushido 
(samurai code of honor). At the same time, he is a man of his 
word who serves the Emerald Champion and would die to 
protect his lord — the infamous Lion-Scorpion bastard 
Tsuruchi. 

Tsuruchi has never picked up a sword, and encourages oth- 
ers to do the same; insulted if you call him “samurai”, but 
devoted to mastering the discipline of the bow. 

Many believe the Wasp to be as enigmatic and puzzling as 
the Dragon, but perceptive samurai will tell you different. As 
Kitsuki Yasu once said of his friend Tsuruchi, “He is not com- 
plicated, merely divided.” 

Rokugan was introduced to the Wasp only twenty years 
ago, but already their presence has altered the face of the 
Emerald Empire. They were born from two Clans’ treachery; 
united by the courage and conviction of one man. The story 
of the Wasp is really his story, and so we will begin there. 

Ir you DO NOT PLAY LEGEND OF THE FIVE 
RINGS 


This is the history of Tsuruchi and how he became the 
master of the Wasp clan, one of the minor clans of Rokugan 
(the Emerald Empire where the Legend of the Five Rings is set). 
Those unfamiliar with the tragedies and dramas of sword 
weilding samurai rivals should rent a few tapes of Akira 
Kurosawa, or the late (revered) Toshiro Mifune. 
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Mistory 


History is what has come before. All things after are fate. 
— Yogo Oshio 


This is not a handsome story, nor is it an honorable one. 
But it is a true story, and if you listen well, you will learn the 
lessons of those who helped make it. 

It takes place fifteen years ago in the lands just south of the 
Scorpion border, at the great castle of Ashinagabachi, a cas- 
tle that once held the family of noble Bayushi Uchinore, a 
cousin of the Scorpion daimyo (Clan Lord) and a lover of 
beautiful things. 

One of those beautiful things was the lovely Akodo 
Tameko, daughter of Akodo Ranabe. Their love was one to 
rival the gossip that surrounded it, and their nights of heated 
passion produced a son — at least, that’s what Tameko told her 
lover and her father. Uchinore cared little for proof of the 
boy’s blood, and accepted him as his son, even though he was 
scheduled to marry another later that year. 

The boy grew quick and strong, but much to the 
Scorpion’s dismay, he was not sent to Bayushi castle to be 
trained in the arts of his ancestors. Uchinore and Tameko 
tutored the boy themselves, despite their family’s objections. 
He showed a great talent for bugei (warriors’ arts), especially 
in the art of kyujutsu (archery). His mother nicknamed him 
“Tsuruchi,” which means “Little Wasp.” 

The Scorpion grew quite concerned about the heir appar- 
ent of their southern gateway, but Uchinore disregarded their 
disquiet. Likewise, Crane courtiers whispered about the 
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“shame of the Akodo” who had taken residence in the arms 
of a Scorpion, daring even to bear him a bastard. Quieter 
whispers were passed between the Scorpion and Lion, whis- 
pers of betrayal and murder. 

On New Year’s Day, a Scorpion assassin entered the halls 
of Uchinore’s home disguised as a servant. As the day pro- 
eressed, the assassin inched toward the boy. Uchinore spotted 
the impostor just as a small glass bottle of poison slipped from 
the assassin’s fingers. That fumble gave the daimyo time to 
move, pull the assassin away from his son, and find an enven- 
omed blade in his own throat. Tameko found a companion 
blade in her side as she turned to see her smiling maid twist 
the knife, then run into the castle. The assassins escaped as 
Tsuruchi stood stunned, his parent's spirits fleeing their dying 
bodies. 

Within an hour, the south wall scouts spotted a Lion army 
moving through Crane territory. Still a year away from his 
gempukku (coming of age) ceremony, Tsuruchi organized the 
castle’s army into defensive positions. The commanders, how- 
ever, had different orders. They turned on the boy, com- 
manding their sergeants to kill the bastard. Tsuruchi saw 
doubt in the soldier’s eyes and knew exactly what was about 
to happen. 

“The Lions are at our doors!” he shouted. “Do you think 
they will spare any of us? Do you think they care which 
Scorpion is the master of the castle? We are nothing to them. 
We have been betrayed, my friends! Stand with me now, and 
| promise you that we will turn back the Lions and gain 
revenge on those who have turned against us!” 

His words were not enough. Swords were drawn and a long 
and bloody skirmish began. After it was done, Tsuruchi was 
alive, but only a third of his father’s army was left standing. 
Half of them were so sorely wounded that they would not be 
able to fight the advancing Lion army. The young lord went 
to the wall to see whose banner led the army and found it was 
the army of his mother’s brother. Tsuruchi cursed the 
Fortunes and prepared for defeat. 

When his uncle arrived, Tsuruchi went out with five 
guards to meet with him. His uncle saw the wounds on the 
Scorpions and nodded with understanding. “Your cousins 
have done as they promised,” he said. “But I am no Scorpion. 
[ am here to offer you a way out.” 

“I am listening,” Tsuruchi answered. 

“You have two choices. You can surrender or fight. If you 
surrender, | will spare the lives of all honorable men who sur- 
render with you. If you chose to fight, I will kill every man, 
woman and child in the place.” 

Tsuruchi nodded. “Very well. Give me until sunset to con- 
sider ...” 

“I give you one hour,” his uncle said. Then, he rode back 
to his army. 

Tsuruchi watched as the Lions prepared for battle. Their 
ranks reached so far back, it seemed as if they stretched to the 
horizon. He rode back to the castle and considered his posi- 
tlon. 

His shugenja (priest) had already communicated their posi- 
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tion to Bayushi castle, but they offered him no solace. “Our 
armies are too far away,” they responded. “You stand alone.” 

Tsuruchi knew better. He knew a Scorpion army lay hid- 
den somewhere, waiting for the Lion to engage, then attack 
while they recovered from their siege. His Clan had already 
written his death into their history books. 

As he thought of his uncle’s offer, two voices pounded in 
his head. The first was his mother, urging him to fight, no 
matter what the price. The second was his father, telling him 
to be practical. He could not win. The Lions were too many. 
They had crossed bad land to reach the southern border, 
thereby knowing that the south was the most difficult to 
defend. “They must have the castle plans,” he thought. “My 
kin do not miss a detail.” 

“They are counting on me being a Lion to spite them. But 
I shall show them different.” 

An hour after he made the offer, Tsuruchi’s uncle saw his 
nephew ride forth, waving a banner of surrender. 

The Lion armies cheered a sad hurrah, eager to see 
Scorpion blood spill. Tsuruchi’s uncle shifted in his saddle. 
This was not in the plan. Sitting beside him, a man dressed 
in Lion armor leaned close and whispered to him. The Lion 
recoiled from the whisper as if the man had spit into his ear. 
“No,” he said. “I will not.” 
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The man dressed in 
Lion armor smiled. “I am 
certain your lady, Matsu 
Kajitoko will understand 
why you chose to ignore 
her orders.” And with 
those words, he passed a 
scroll bearing the Matsu 
family seal into the Lion’s 
hands. Tsuruchi’s uncle 
opened the scroll and read 
the words, then, crumpled 
the letter and threw it to 
the earth with tears in his 
eyes. 

As Tsuruchi approached 
with his guards, he saw his 
uncle throw something to 
the ground and shut his 
eyes tight. Then, he saw 
him draw his katana (samu- 
rai sword) high into the air. 
The last sound he heard 
was his uncle giving the 
command to charge. 

Tsuruchi did not know 
why the Fortunes saw fit to 
spare him on that day, as 
well as seventy of his 
father’s soldiers. They 
watched the Lions occupy 
the castle and hang those 
who were not lucky enough 
to escape on the castle 
walls. In the shadow of those woods, Tsuruchi drew his blood- 
stained sword from its sheath and laid it on a rock. The samu- 
rai blade broke under the strength of his foot. 

“1 will never again carry the samurai’s weapon,” he said to 
the men who surrounded him. “For | am a samurai no longer.” 
eee 

Years pass by quickly if you don’t keep your eye on them. 
Before he knew it, Tsuruchi’s uncle had been master of the 
castle for two of them. One night, as he lay sleeping in his 
bed, he felt a painful pressure on his arms and the drip of cold 
water on his face. When he opened his eyes, he saw his 
nephew, crouching over him, a foot on each arm, a bow in his 
hands, and an arrow resting on his throat. 

“If you surrender,” Tsuruchi said, “do you think I'll spare 
you!” 

He stammered, a bit. 

Before he could finish his words, Tsuruchi’s stood and fired 
the arrow shot through his throat. It took him a fair time to 
die, and Tsuruchi watched every second. 

Moments later, the garrison house caught fire. The doors 
and windows were barred, so none of the bushi could escape. 
lt took them quite a while longer to die than their master. 
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Tsuruchi didn’t bother to watch them die. 

By morning, the Lions who did not surrender were dead. 
Those who did were freed with Tsuruchi’s warning. “Let the 
Lion know,” he told them “that this land is now mine. It is 
not Lion land and it is not Scorpion land. It is my land, and 


may the Fortunes take pity on any man — Lion or Scorpion — 
who thinks I have any mercy in my heart for those who con- 
spire to take it from me...” 

Despite his bold words, Tsuruchi knew he had a problem. 
A Scorpion army could march on him from Bayushi castle 
within days. The Lion could likewise move against him. With 
an army of only forty-seven, Tsuruchi needed an ally. 

® 6 6 

Tsuruchi visited upon the, Emerald Champion and then 
upon the Daimyo of the Crane Clan. The young man told 
them his story; told them his conviction. Doji Utori, the 
Crane daimyo was disappointed in Tsuruchi’s renouncement 
of bushido, but his friend Doji Tsukihi, the Emerald 
Champion, saw conviction in the boy's eyes. 

“Tet him speak,” asked Tsukihi. 

Utori considered it, and at once said “speak samurai.” 

When Utori referred to the young man as “samurai,” 
Tsuruchi shook his head. “I am samurai no longer.” 
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Utori’s gaze tightened. “Then, 

“A man.” 

Doji Utori, sitting next to the Emerald Champion, sud- 
denly burst out in laughter. “This boy has not lost his way,” 
Utori told Tsukihi. “He knows his way.” 

Tsukihi looked at his cousin carefully, then addressed 
Tsuruchi. “The Doji house will support your claim to your 
father’s castle, despite what our brothers might choose to do.” 

Charmed by the boy’s resolve, Tsukihi declared Tsuruchi a 
magistrate of the Emerald Champion. “Any and all... men... 
who choose to follow you will also be under my protection.” 
Finally, he declared Ashinagabachi a permanent garrison for 
magistrates, and under his protection. They were allowed to 
wear any mon of their choosing, as long as they also wore the 
mon of the Emerald Champion. 

Tsuruchi returned to his castle with the seal of the 
Emperor on his chest. He told the forty-nine men who fol- 
lowed him of his pact with Tsukihi and they cheered. 
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Tsuruchi’s yojimbo (bodyguard) 
and life-long friend Mukami 
then revealed that the men were 
already wearing their new mon: 


the Wasp. 
The Wasy 

Clan Bounty 
innters 


“No one can pull the draw- 
string, but you.” 


For the next thirteen years, 
Tsuruchi’s men became famous 
for two reasons. The first was 
their relentless tenacity and 
incredible ability to hunt down 
any fugitive from the Emperor's 
law. The second was their main 
motivation to chase after and 
capture Rokugan’s most notori- 
ous outlaws: money. 

Wasp magistrates — like their 
daimyo — are a strange paradox. 
On one hand, they have made it 
very plain that their services are 
for sale to the highest bidder. 
However, Wasps also have an 
unflinching loyalty to those who 
hire them. But their first and pri- 
mary fealty is always to Tsuruchi 
and the Emerald Champion — in 
that order. 

Wasps have no shame in 
accepting bounty for the crimi- 
nals they capture. After all, most of the Empire sees them as 
scum. They know better. Their minds aren’t clouded by the 
foolish impracticalities of bushido. The Wasp learned a great 
deal about money from the Crane, and they've put it to good 
use. Money does indeed make Rokugan go 'round, but it also 
repair walls, build fortifications and helps hire ronin (master- 
less samurai) to protect Ashinagabachi from Scorpion sabo- 
tage and Lion sieges. 

Besides the Crane, Tsuruchi’s men have gained another 
ally. Once news had spread to the northern lands of their 
activities, the Kitsuki Dragons have found the Wasps to be 
useful partners. The two are rather befitting. While one is 
chiefly concerned with profit and the other the search for the 
truth, neither place much credence in the gaining of honor or 
glory. Both also have a rather antagonistic view of Rokugani 
justice. 

While Kitsuki are usually called upon to sniff out a crimi- 
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nal, Wasps are employed to hunt him down. They are bril- 
liant trackers, reportedly able to sniff out a rotten soul at a 
thousand ken-an (yards). They also make cunning escorts, but 
most serve as perimeter guards rather than personal yojimbo. 

Found all across Rokugan, performing various duties for 
pay, duties that others cannot or will not do, the Wasp are an 
ubiquitous force. However, whenever their lord Tsuruchi 
needs them, they return to Ashinagabachi as swift as a 
Unicorn’s steed. 


The Way o¢ the Wasy 


“The sword is the symbol of a samurai. It is the ultimate expres- 
sion of his philosophy. 

“It requires a man to stand before his enemy on equal ground. 
It sets them on even terms, face-to-face. 

“All of this, the samurai can have. While he’s looking for even 
ground to test his skill against me honorably, I'll be finding higher 
ground to shoot his left eye out of his head.” 

— attributed to Tsuruchi, daimyo of the Wasp 


“Don’t ever make a Wasp go back on his word. You'll never get 
a chance to regret it.” 
— Shinjo Hanari 


Tsuruchi learned much from his mother and father. His 
mother taught him integrity, temperance and courage, his 
father taught him practicality. His Lion blood demands that 
he never compromise his principles while his Scorpion blood 
demands that he never allows principles to compromise prac- 
ticality. 

Tsuruchi would never go back on his word, but he takes 
care who he makes promises to. “A promise made to a villain 
is no promise at all,” he once said, implying that he was more 
than willing to sacrifice his ethics to protect his flock. 

More than anything else in Tsuruchi’s mind, the katana is 
the symbol of bushido’s ineptitude and impotence. He does- 
n't disallow his followers the use of the weapon, but he does 
discourage it. “It’s a trick,” he told one Dragon. “They put it 
in your hand and say you shame your ancestors if you put it 
down.” Then, he grabbed his own bow from his shoulder and 
said, “This bow killed the man who betrayed my father. Tell 
me he weeps when I| don’t use a katana.” 

A half-drunk Kakita Toshimoko once chided him for 
refusing to pick up the sword. “It is the perfect weapon,” he 
said, sake cup in one hand with the other on his pommel. 
Tsuruchi smiled and took five steps back, nocking an arrow in 
his bow as he went. Then, he leveled the arrow at the iaijut- 
su (fencing) master’s head. 

“How perfect is it now?” he said. 

When a Lion was heard to call Tsuruchi a coward while a 
Wasp attended the winter court of Isawa Uona, the Wasp 
promptly challenged the man to a duel. 

“We'll stand ten paces apart. You use your katana,” the 
Wasp said, “and I'll use my bow.” 

“You are a coward, just like your master!” the Lion replied. 
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“And what kind of man are you?” the Wasp replied. 
“Obviously, you are afraid you'll get an arrow in your heart 
before you can reach me. And here | heard death held no 
threat to a Lion, no matter what the odds. The man who told 
me that must have been in error.” 

The Lion stammered for a moment, then accepted the 
duel as the Wasp explained it. When the Wasp shot three 
arrows into the Lion — one in each hand and a third in the 
foot, rooting him to the spot — he returned to the court mut- 
tering, “That's where honor gets you... nailed to the ground.” 

Wasps are honorable men, but they are not above using 
Low Skills to meet their ends. To them bushido is not the 
path to honor. Honor is honor, and the two should not be 
confused. Woe to the man who forces the Wasp to get his 
hands dirty. Shosuro Ujino defined them perfectly by saying 
they were “eminently practical men of honor.” 


Becommng a Wasy 


“A man need not wield a sword to be a man, only honor his 
word and mean what he says.” 
— Sunabe, Monk Teacher 


Proving your worth to Tsuruchi is not as easy as it would 
seem. Ronin or men of any station who wish to join the Wasp 
Clan will find their path as challenging as climbing Togashi 
Mountain. 

Currently, there are only 47 bounty hunters allowed to 
wear the mon (the crest and colors of the clan) of the Wasp. 
Each year, Tsuruchi holds a great archery festival on the Day 
of the Wasp, and archers from across Rokugan come to gain 
Tsuruchi’s favor. In that time, only ten men have proven to 
have the skills Tsuruchi is looking for. Mirumoto Sukune and 
Shinjo Hanari also attend every year, and they are the only 
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some stuff, created a few quotes, filled blank space). He just 
| wanted to get his name printed in that cool L5R font. 


non- Wasp bushi who are allowed to shoot with Tsuruchi. The 
three are more than just friendly rivals, they have become 
very close over the years. Tsuruchi honored the Unicorn and 
Dragon once by saying, “If I had to trust any two men, it 
would be them.” 

After the tournament, Tsuruchi chooses ten archers to 
attend his school. The school is grueling, merciless work, and 
the drop-out rate is very high. On average, only three men 
stand at the end of the training. When they are finished these 
men are a strong enough to wear the Wasp mon and honor its 
heritage. 


Wasp Clan Kynyutsu 
School 


Benefit: +1 Reflexes 
Beginning Honor: 1, plus 5 boxes 


SKILLS 
Archery 2, Defense, Fletchery, Hunting, Stealth, Lore: 
Area Knowledge 


TECHNIQUES 

Rank 1: Never Let the Blade Reach You 

The first lesson the archer learns is to trust his instincts. 
Whenever firing an arrow, he gains a number of Free Raises 
equal to his School Rank. Each School Rank, including this 
one, extends archery range by 50”. 


Rank 2: The Sting of the Wasp 
Now moving beyond instinct, the archer may now make a 
number of attacks when firing a bow equal to his School 


Rank. 


Rank 3: The Arrow Knows the Way 

Finally, the archer and arrow become one. The archer no 
longer needs to roll to hit when firing his bow. He cannot 
make any Raises when firing, but does gain any Free Raises 
(due to School Rank and other circumstances). 


Your Ontert 


Wasp CLAN Bounty HUNTER 


Bow (fine quality), 20 Arrows of each type, Light Armor, 
Traveling Pack, Traveling Papers (one region), Kimono, any 
| weapon, 2 Koku, Mon of the Emerald Champion 


yim pinto 


The Editor of SHADIS really didn’t do much (named _ 
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FLETCHERY 

Fletchery is much like weaponsmith, but specializing in 
the art of making arrows. A fletcher can make arrows from 
small bundles of wood, and from loose branches. This is not 
considered a Bugei skill as no samurai would make his own 
arrows. It is considered a low skill by the samurai caste. 


T SURUCHI 

EARTH: 3 

WATER: 4 

FIRE: 4 

AIR: 3 

Reflexes 6 

VOID: 4 

School/Rank: Wasp Bounty Hunter 3 

Skills: Archery 5, Athletics 4, Battle 2, Defense 5, 
Fletchery 5, Heraldry 5, Horsemanship 3, Hunting 5, 
Intimidation 2, Investigation 3, Jiujutsu 5, Lore: Lion Clan 5, 
Lore: Scorpion Clan 5, Lore: Crane Clan 3, Lore: Unicorn Clan 
3, Lore: Dragon Clan 1, Medicine 3, Poison 3, Shintao 3, 
Sincerity 1, Stealth 5, Theology | 

Glory: 6, plus 4 boxes 

Honor: |, plus 7 boxes 

Advantages: Allies (Crane), Allies (Dragon), Allies 
(Unicorn), Clear Thinker, Quick, Way of the Land (Crane, 
Dragon, Lion, Scorption, Unicorn, Wasp) 

Disadvantages: Bad Reputation, Driven, Unluck (1 per 
game) 


john wick 


John Wick is the lead developer of the Legend of the Five 
Rings RPG and the authority on all things Rokugani (no 


matter how much D,J. and I have to remind him of prece- 
dent). John is really Tsuruchi (and anything Scorpion) in 
disguise, and is now seeking the head of some cowardly scor- 
pion that stole his lunch. 

John would like to extend grateful thanks to Jennifer 
Mahr for the acorn. 








cris dolnats 


As Art Director of SHADIS, Cris can assign articles for 
art to anyone she wants... 
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White Wolf and Vainpire the Masquerade are registered 
trademarks of White Wolf Publishing, Inc. Albnighis reserved. 














Players bluff and bid 
about how many times 
an item appears on the 

cards. Luck and skillful 

play will help the player 
get rid of all his/her 
cards. First person out 
of cards wins. 
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Caesar & Cleopatra $19.95 
Caesar & Cleopatra are locked in a struggle to gain control of the powers in Rome. Each will 
use the influence they have to convince the patrons to support them. Whoever uses their 
influence more effectively will win the day. But, it is just one day; tomorrow, the power may 
shift... 


= Inkosgnito $9.95 


A turbulant card game in which each 
secret agent tries to find his partner, since 
it is only possible to win as a team. 

_ Luckily, the ambassador is there to help 
Sabi 9 i with important information. 








WErtolinicra $9.95 


Baron Munchhausen’s favorite card game 
was nearly as crazy as one of his famous lies. | 
In the game, each player attempts to emulate 
the Baron, by telling one of his crazy stories, 
and to get as much money from the other yet = 
players as possible as a result. In other words, the player tries to get rid of their own 
cards as quickly as they can, preferably by giving as little to the opponents as possible 
and by taking advantage of their own cards. But, they need to be careful, one can’t always 
trust the others, they won't always stick to their word, and the tables can turn with 
alarming suddeness. 








Kleine Fische $8.95 ig DE 
Go fishing with your friends! Each time c7 iy | 4 


you catch a fish, you decide whether to 


keep what you have caught or continue 

fishing. Beware, when you "catch" the 
octopus, he eats all your fish! 

All of these games are brought to you by 

Rio Grande Games & Wargames West Distribution 

2434 Baylor SE, Albuquerque, NM 87106 

1-800-SOS-GAME * Wrgmswst@aol.com 
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ABS007 En Garde $9.95 


Enjoy fencing with all the excitment, but none of the danger. 
A fast strategy game that allows players to attack, parry and 
counterattack just like a real fencing match. The perfect/15 
minute, two player game. Elegant challenging and fun. 


GSB003 Entdecker | $49.95 


Entdecker welcomes you to the world of discovery. Your ship sails uncharted seas in search 
of new lands, riches and fame. As you search, you chart the area, discovering large and small 
islands, some with surprises: pirates, gold, natives (friendly and otherwise) and so on. Whem 
you reach land, you'll wnat to establish a presence there to get the credit you deserve for your 
efforts. When an island has been fully discovered, those involved are rewarded for their 
efforts with victory points. 


* « 7 9 — 
AW ICID Me Coriito $29.95 
Return to the trading days of the ancient Medici family when their ships sailed throughout 
the Mediterranean and beyond. Bid on cargo with which to fill your hold. Corner the market 
on a particular product and reap additional rewards. Or try to fill your hold with a variety of 
products of high value. For 3 to 6 players ages 10 and up. 
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HIGOO02 
Konig & Intrigant 
$13.95 


In this expansion to El Grande, the cards 
are changed, but the goal remains the 
same. An interesting change in cards 
that adds new challenges as well as new 
options to the game. 


OF: Tae mi ilatemial-ty~ 
games at your local 
‘store? Have your 
retailer call : 


1-800-S0S-GAME. 
















Without honoy, 6 
Without water, one 


~ Hot, Pel SWS. eM aN alan 
ye the Emerald Empire of Rakuge 


ere some, it. seems Sa land filled witl 


- 


get 
ee ; 
fi 


Lo others, a desolate, vi ision of 


1s ed 
Mita ee 


UE: is Legend] of Me Burning S : te att | RO : ina 












From the makers of 
Legend of the Five Rings’ 
comes a new legacy of 
gaming adventure. 


Watch for dia tg of eg 
_ the Burning Sands ts Rats eae 

trading card game on nok eS Mist 
shelves this month. | enh sae: 

New lands to explore. 

New secrets to uncover. 
And new legends to 
create. 
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So good to see you once again 
I thought that you were hiding from me 
You thought that I had run away 
Chasing a trail of dogma 
— Third Eye, Tool 


0) he G) heosophists 


Many people probably think that the idea of exotic psy- 
chic races, “New Age” philosophies, and secret histories for 
the planet Earth, are somehow very modern. They are wrong, 
and what is interesting for the GM running “conspiracy” or 
“secret history” RPGs is that slightly older ideas can provide 
campaign features as weird and unlikely as anything dreamed 
up in the ‘90s. , 

This article details a race of beings that could appear in 
such campaigns. It is presented primarily in terms of the 
GURPS rules. However, the ideas presented here could easily 
be adapted for other games, and notes for a few possible can- 
didates are also included. 

The story of these ideas begins over a century ago. In the 
latter half of the nineteenth century, a philosophical/religious 
group called the Theosophists became famous and fashion- 
able for a while. Parts of their doctrines were some rather 
peculiar ideas about the history of life on Earth. While 
attempting to combine evolution, religion, and their own 
spiritualist beliefs, Theosophist leaders — especially the extra- 
ordinary Madame Helena Blavatsky — announced that they 
had obtained special knowledge of the past through psychic 
means. Amongst other things, Theosophist texts described 
the history of humanity as involving a series of races, each the 
ancestors of the next, who lived on various lost continents in 
the very distant past. 


History According to G)heosoph 

Theosophist history moves in great sweeping eras of mil- 
lions of years, during which the various Races develop, often 
under the guidance of mysterious spiritual beings and forces. 
Intermittent disasters crash over the world, often annihilat- 
ing all but a single sub-race of proto-humans, who then 


become the ancestors of the next Race. The First Race were 
creatures of pure energy; it is not clear why they were vulner- 
able to the deluge that wiped them out, but the Second Race 
adopted material bodies (some of the time). The Lemurians, 
the Third Race, were fully material creatures, and hence 
required a homeland. 

This was the lost continent of Lemuria, originally con- 
ceived of by scientists attempting to explain why lemurs 
existed in Madagascar and India, but nowhere in between. 
They had imagined a land in what is now the Indian Ocean, 
linking these two areas; in The Secret Doctrine, Madame 
Blavatsky proclaimed that it had been more than that. 

It covered the whole area of space from the foot of the 
Himalayas... from Chittagong, westward to Hardvar, and east- 
ward to Assam. From thence, it stretched South... embracing on 
its way... Madagascar on its right hand and Australia and 
Tasmania on its left, it ran down to within a few degrees of the 
Antarctic Circle; when, from Australia, an land region on the 
Mother Continent in those ages, it extended far into the Pacific 
Ocean, not only beyond Rapa-nui (Teapy, or Easter Island)... 

She went on to say that Lemuria extended in a horse-shoe 
shape round the tip of Africa (which was smaller in those 
ages) into the Atlantic and up as far as Norway. Various ruins 
and remains, including some in India and various Pacific 
islands, mark the extent of Lemurian habitation. 

This huge and bizarrely-shaped continent was eventually 
destroyed and largely sank beneath the waves. However, the 
western segment more or less survived, and became Atlantis, 
home of the Fourth Race. The Lemurians had produced a 
sub-race who became the ancestors of the Atlanteans, who 
were themselves, of course, eventually wiped out by disasters, 
leaving only the ancestors of the Fifth Race — ourselves. But 
we are not going to be the last. This rather depressing cycle 
of psychic inspiration and physical catastrophe has a couple 
more spins to go yet; in fact, the Theosophists say that our 
surviving descendants, the Sixth Race, will find themselves 
living on part of Lemuria, which will apparently rise from the 
Pacific during the cataclysm which-wipes those of us remain- 
ing from the earth... 

The Theosophists also declared that the Lemurians had 
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the lemurians 


built great cities on their homeland, some ruins of which 
could still be found. The structures credited to these ancient 
beings consisted of a handful of great stone buildings scat- 
tered round India and the Pacific; as the Lemurians were 
physically large, their cities had to be built on a similarly large 
scale. In fact, few extant ruins of any age large enough to 
credit to the Lemurians, so the Theosophists ended up hint- 
ing at lost remains and obscure underground complexes (of 
course, having their home continent sink beneath the sea 
saved a lot of explanation). The Lemurians seem to have 
lived peaceful, largely uncomplicated lives (at least until they 
became morally corrupt and invented sexual reproduction — 
see below). Their history mostly seems to have consisted of a 
series of interventions by enigmatic spiritual beings, who 
were seeking to guide their development — this unfortunately 
rules out using the Lemurian era itself as a setting for RPGs, 
as it was a little short on conflict. 

Incidentally, the Fourth Race (Atlanteans) were experts in 
various psychic and occult techniques, which they used to 
power aircraft and other technologies. There is some sugges- 
tion that they were wiped out when they turned to Black 
Magic. For more on Atlantis, and ways of using some of these 
ideas in games, see GURPS Places of Mystery. 


‘Nature of the“o)hird A ace” 


The Theosophists’ descriptions of the Lemurians are often 
vague and sometimes contradictory, but a general picture can 
be built up. Their most significant feature is their evolving 
method of reproduction. The earliest members of the race, 
like their ancestors, were “Sweat-Born” — they produced exu- 
dations which coalesced to form “eggs” from which new 
Lemurians emerged. However, in time, some of the species 
developed hermaphroditic features, enabling them to produce 
young by a different means — albeit still without sex. Then, 
some Lemurians started showing more male than female char- 
acteristics in their anatomy, and some the converse; thus, 
they evolved sexual reproduction. There is some suggestion 
that this development was the cause of their eventual anni- 
hilation; presumably, the mysterious spiritual guiding powers 
saw it as moral corruption, and triggered the destruction of 
Lemuria as a punishment. It seems that hermaphroditic 
Lemurians may have been oviparous (“Egg-Born”); how long 
this feature persisted is unclear. 

The second oddity about the Lemurians, at least in their 
early days, was that they were not fully intelligent, conscious 
beings; they seem to have been like clever animals. This may 
seem strange, given that they built cities whose ruins survive 
to this day, but the explanation is that the guiding spiritual 
powers were working to raise them to full consciousness, and 
may have “inspired” exceptional individuals of the race, 
eranting them full sentience and enabling them to act as 
leaders and thinkers to the rest. It is sometimes said that 
Lemurians used “instinct rather than reason” — this could 
reflect the spiritual powers working hard to guide them. 

oes 


The Theosophists evidently believed that conscious intelligence 
was over-rated; according to some Theosophist sources, even the 
aircraft-flying, magic-wielding Atlanteans were not fully self- 
aware. 


SHADIS forty-eight 


three eyes ain’t so bad < 























The Lemurians were also telepathic, although until they 
attained something like full sentience, they didn’t necessarily 
have much to talk about. (In the words of one Theosophist 
text, “Language could not be well developed before the full 
acquisition and development of their reasoning faculties.”) 
Of course, this power may have made it easier for “inspired” 
Lemurians to organize and control the building of cities and 
the like, as the race was guided to civilization. A rather crude 
spoken language developed with intelligence, while telepathy 
atrophied at around the same time. 

Physically, Lemurians were large; most sources say 
they were at least fifteen feet tall, and some suggest f, 
that the biggest reached twenty-five feet or more. fi; | 
Thus, they were physically strong, although i 
Theosophist texts don’t dwell on this. They also Bi 
possessed a third eye — an organ which subse- g@ 
quently moved, with evolution, inside the skull, 
becoming the pineal gland. Some texts suggest 
that this was the only eye they had, at least at 
one stage (leading to Greek legends of the 
Cyclopes), but others imply that it was actu- 
ally sited at the back of their heads, giving 
them all-round vision. It had probably dis- 
appeared by the time of Lemuria’s downfall. ' 

In the hermaphroditic era at least, 
Lemurians also had four arms. Why these 
extra limbs later vanished is unclear. They 
were clearly non-human, and probably rather 
ape-like — seriously unattractive to modern 
human eyes. Their skins were dark or yellowish ¥ 
in colour. Theosophist texts have all sorts of con- ]j 
fused notes about the reduction in size of human { p Ee 
and other species over time, and also about the oe 
ancestry of modern human peoples, traced back to “™ y 
the eras of the Fourth and Third Races. 


(Same (Mechanics 
Theosophist history has previously been described in 
GURPS Timeline and GURPS Places of Mystery. What has 
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not been done is to translate any of these races into game “Natural” 
. 4 : a i € 
‘TMs. 15 rs =Tned i JMISSLONL,. ‘ a ae 
terms. This article will remedy that omiss extra HT and reduced IQ by species, 4 Extra Hit Points (20 


or convenience, it assumes that the Third Race can be 

B EO eee ) ; points), Enhanced Move (10 points), Extra Reach: 1 Hex (20 

sub-divided into three categories: the early Sweat-Born, dri- : a a 
or 40 points, depending on number of arms; very large 


Born, who retait many erly featares: an stllvly on telepa.  Lemuians might buy extra hexes of reach), Intuition (13 
thy for communication, but who have developed new forms wom goo ene Se iene oe olla ae 
of reproduction, and who have been spiritually guided to Min 4. Ses 1 GF ootntel f melconecmphie (1 0 odints 
something approaching sentience; and the Late Lemurians, at O ecacl ek (-20 moni) ; end Shert Abtention Span (-10 
the peak of the race’s city-building civilization, with sexual soles). 

reproduction and spoken language, but whose telepathic tal- E Lemnublaiis (Athi alae’ Be tieadal as Having Vag TRE 
ents have begun to atrophy. However, these are arbitrary cat- Sainey. liliceracy ig. Wordls ties Polis Gh Lendlictaly SOcikey 
egories, based on best-guess reading at Theosophist texts. because most Lemurians are Presentient and writing has not 
GMs are welcome to develop variants to suit their campaigns, vat ‘besii dawered. New lecneerablie is paitiitved Bx 4 


CT a ee ” . ; 
sh as “Cy 2 ans ist one eye, or ver nf: 7 : 
such as “Cyclopean” Lemurians with just one eye, or very Disadvantage because the race has frequent dealings with 


css ee MN el ; 
large, strong “workers. spiritual beings, who often work through signs and symbols — 


eae on on a ee on the oe - en in : eC these doubtlessly adorn the walls of many a Lemurian city, to 
. a a i * = i = Ls ] y | ee F ‘ 
EE. AOE DOG 29) WATER: SED EIE OSS, CALNE | SUDDES the mild bemusement of the non-abstracting mass of the pop- 


ments. 
EAG ulation. 


Advantages: All Lemurians have +10 ST (110 points), +6 
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If they are going to operate in a setting or area dominated 
by modern-type humans, Lemurians also have Inconvenient 
Size (-10 points), and may be permitted to take Unattractive 
or Ugly Appearance, Illiteracy, and Uneducated, at the GM's 
option. They might also be given extra “Racial” 
Disadvantages such as Clueless, Confused, or Primitive, as 
their low innate intelligence and reliance on spiritual guid- 
ance makes them poor at adapting to other societies. This 
reduces the cost of playing any type of Lemurian appropriate- 
ly. 

The two earlier types of Lemurian are effec- 
tively Mute, but receive no points for this 
because they can use Telepathy instead of 
speech. They are assumed here to have 
Telesend only, as their guiding spirits caused 
them to abandon telepathy in favor of speech, 
which suggests that their psychic powers were 
not very useful. However, because it is their 
standard mode of communication, they receive 
a -50% discount when buying Telesend power, 
and can buy the skill up to 10 +5, despite being 
Presentient. | 

Sweat-Born have +6 HT (80 points), -3 1Q (- 
20 points), two Extra Arms (20 ee one) 360- 
Degree Vision (25 points), Telesend Power 10 
(15 points), Telesend Skill at 1Q+2 
points), and the Disadvantage Bestial (-10 
points). Playing a Sweat-Born costs 285 
points. 

Egg-Born have +5 HT (60 points), -3 
IQ (-20 points), two Extra Arms (20 
points), Common Sense (“low-level spir- 
itual guidance:” 10 points), 360-Degree 
Vision (25 points), Telesend Power 10 
(15 points), and Telesend Skill at 1O+3 | 
(10 points). Playing an Egg-Born costs 
287 points. 

Late Lemurians have +4 HT (45 points), - 
2 IQ (-15 points), Telesend Power 8 (24 
points) and Telesend Skill at IQ-1 (2 points). 
They have a spoken language, but it is rather 
crude; treat it as a Mental/Easy skill, which 
cannot easily be used above skill level 10 by 
anyone. Many have Common Sense, but 
some have drifted out of touch with the 
spirits who gently guided their ancestors. 
As the discovery of Sexual 
Reproduction apparently caused the Ae 
race problems, Lecherousness may be a I 
widespread Disadvantage. Playing a / , 
Late Lemurian costs 203 points. ts F 

“Inspired” Lemurians: Any | 
Lemurian community might (perhaps must) contain at least 
some “inspired” individuals, spiritual and cultural leaders and 
organizers in contact with higher powers. These make slight- 
ly more plausible player-character types than the ordinary, 


pre-sentient members of the race. They can buy off the 


Disadvantages Absent-Mindedness,  Bestial, | Non- 
[conographic, Presentient, or Short Attention Span (and 
should almost always buy off at least two of them); they may 
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the lemurians 


also have Advantages such as Allies (probably other 
“inspired” Lemurians), an Ally Group (lesser Lemurians), 
Charisma, Common Sense (if not part of their racial pack- 
age), Danger Sense, or a spiritual being as a powerful Patron 
(possibly Secret or in the form of Divine Favor) — and possi- 
bly Channeling, Clerical Investment, Destiny, Faith Healing, 
Illuminated (reduced in cost as the character will already 
have Intuition), Literacy (in a script created by the spirits), 
Luck (supernatural favor), or Strong Will. They may also 
have a wider range of Telepathic skills, including 
Empathy, and possibly other Psionic abilities, 
They will probably also have Disadvantages 
such as a Dependents (lesser Lemurians), Duty 
to the spirits or their entire race, No Sense of 
Humour (their patron spirits never having 
given them the chance to learn to have fun), 
Pacifism (spirits are very high-minded), Staid, 
Stress Atavism, Sense of Duty (to the species 
and/or the spirits), or Telepathic Addiction. 


critting (| emurians into 
Campaigns 


Obviously, any game that uses conventional 
contemporary ideas about human evolution (or 
most other theories or myths) can’t use the 
| Lemurians as the Theosophists described them. 
However, they could be used as a fantasy or SF 
race — especially in a game-world with eccentric, 
powerful, enigmatic gods who might be prone to 
using and guiding a semi-sentient race in this 
way. 

One possibility would be to use the 
Lemurians as human ancestors in a fantasy world 
in which history stretches back millions of years, 
but where Darwinian evolution isn’t the rule; their 
patron spirits would be the oldest of the gods, who 
guided these simple beings to sentience. They could 
then be encountered through powerful magical time 
travel, in “reservations” created by sentimental old 
deities, or as “missing links” in remote areas. 
Alternatively or additionally, Lemurians might 
appear in place of more conventional fantasy 
Giants — they are, after all, big, stupid, ugly, 
and connected to the supernatural, much 
like the Giants of fairy-tale. 

Alternatively, in a “weirdly illuminat- 
ed” or bizarre-horror campaign, the 
Theosophist version of history could be 

(more or less) true, and modern paleon- 
tology could be a lie and a bad joke. In 
* that case, Lemurians could be encoun- 
tered through time travel, or as “living fossils.” 
eee 


Note that H.P.Lovecraft’s fictional mythos shows traces of 
Theosophist ideas. 
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Or, of course, the Theosophist’s psychic search for truth 
might have picked up some accurate images, but mixed in 
some huge mistakes to draw completely the wrong conclu- 
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sions. [The Lemurians could be the inhabitants of an alter- 
nate, spirit-riddled dimension, distant cousins to humanity 
living in a “lost world,” or whatever. 


‘Cnusual Genres I emuria in History 
and ()ther ({)imensions 


One large problem with using the Lemurians (or other 
“Theosophist Races”) in most games is that most game-worlds 
have pre-defined histories of their own, and these are rarely 
compatible with Madame Blavatsky’s visions. However, it is 
sometimes possible for GMs to change things as they see fit - 
which is one way of controlling players who've read all the 
game supplements themselves, and who therefore think that 
they know how the game-world works. Alternatively, these 
races can be given different histories, or perhaps exist in dif- 
ferent universes (probably with bizarre laws of nature). The 
Theosophists may have obtained authentic visions, but total- 
ly misunderstood their meanings. 

Feng Shui: Who knows the true history of Earth regarding 
eras before that of the Eaters of the Lotus? And who can guess 
what gates once existed between the Netherworld and eras 
beyond imagination? Given all the strange races and beings 
lurking in the twisted passages of that realm, the odd 
Lemurian would barely be noticed. They might be “orphans,” 
seeking only to survive and perhaps to find an “inspiring” 
leader to obey, or they might still be under the influence of 
powerful spirit-beings with their own plans for reality — plans 
that may extend far beyond the four normal eras of Feng Shui 
action. 

A typical Lemurian is physically huge and thus resilient, 
not very smart or especially deft, but somewhat attuned to 
matters of the spirit; say, Bod 12, Chi 3, Mnd 2, Ref 4. 
Lemurians have telepathic powers, but don’t use them for 
much except communicating among themselves, so these 
should be treated as special effects rather than Fu Powers or 


whatever. That said, an 

: “Inspired” Lemurian 

rae might have been 
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have a better Mnd rating. 

Castle Falkenstein: In this game’s parallel nineteenth 
century, Theosophy is the philosophy of a couple of bizarre 
and enigmatic sorcerous orders. The largest, the White 
Lodge, are experts in scrying and dream-manipulation, and 
claim to have made contact with spiritual beings, the 
Mahatmas, who are often suspected of actually being agents 
of the Unseelie. This may be true, but even if it is, the 
Unseelie have access to strange arts and “pets” from parallel 
universes; whatever the Mahatmas’ nature, they might find it 
convenient to produce an “authentic” Lemurian or two, to 
bolster the White Lodge’s faith. Such a being might have 
Extraordinary or better Physique, but barely Average ratings 
in most other attributes; its capacity for Falkenstein-style 
magic would be limited by its short attention span, whatever 
its theoretical sensitivity. Similarly, the Theosophic 
Daughters of Lemuria, a small all-female group, seek the 
restoration of the glory that was Lemuria; their magic con- 
centrates on telepathy and research into reincarnation. 

Champions: Superhero-infested worlds invariably have 
horrendously complex histories and multiple bizarre dimen- 
sions; the Lemurians could be fitted into most with little trou- 
ble, and would make for an interesting encounter and perhaps 
a truly unusual origin story (in the case of, say, a renegade 
“inspired” Lemurian, fleeing through the time-streams). In 
game-mechanical terms, they could have several levels of 
Growth Always On, STR, CON and BODY comparable to a 
low-level “brick,” low COM, and some Telepathy. Some 
Lemurians will also have Extra Limbs and useful Talents such 
as Danger Sense, however they would have (at best) 
mediocre INT. 

Call of Cthulhu: Although the history of the Cthulhu 
Mythos is not that of Madame Blavatsky’s writings, H.P. 
Lovecraft was of course aware of Theosophy and its ideas. 
Perhaps the Lemurians were actually the result of a minor 
experiment conducted on the earliest shambling pre-human 
apes by inhuman creatures from the stars — an unsuccessful 
design for a slave-race, whose in-built loyalty to their creators 
was misinterpreted by Theosophist psychic time-travellers as 
devotion to guiding spirits? If so, they may have walked 
among the cyclopean cities whose ruins are still to be found 
in some remote corners of the world by those foolish enough 
to look. Perhaps a few of the ancient slaves still lie in sus- 
pended animation, buried in crypts deep beneath those 
ancient stones... 

An adventure that leads not to a Crhulhoid tomb but 
rather leads to a Lemurian artifact, should puzzle and disori- 
ent Cthulhu enthusiasts. 

eee 


Incidentally, Lovecraft sighted one point about this vision of 
history that the Theosophists themselves glossed over — its 
tendency toward horror. What the Theosophists were 
actually saying was that humanity consisted of the 
decayed descendants of an ancient race who 
were in fact the pawns of inhuman supernat- 
ural powers, and that humanity could be 
wiped out at any time if it annoyed 
its arbitrary and inscrutable 

superiors. 
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ihe Over the Edge: Again, the history of the world where Al 


Amarja exists is not that of Theosophist writings — the Glugs 


and Pharaohs tell a very different tale. But there are other 
gees universes, and there are gates, and there are many powers and 


their dupes with an interest in the bizarre. A Lemurian would 


Pee ea have at least four dice in actions based on their mass and 
ey strength; the race also has telepathic powers, but these are 
Ser normally used only for low-level communication, for which 
they do not draw shots from a psychic pool or require any dice 


rolling — however, an “Inspired” Lemurian could and should 


have all sorts of “Fringe” powers. The Lemurians’ lack of ini- 
tiative and reasoning ability would give them at least a penal- 
ty dice in any situation involving analytical thought or plan- 
ning, and they would often be incapable of any useful action 
in such circumstances. 

Indiana Jones: What if the Ancient Egyptians, or anoth- 


the lemurians 


some other very ancient race) in the possibilities of intensi- 
fied psionic evolution and peaceful, co-operative develop- 
ment (in which case, the PCs will be in a dangerous position; 
the Vorlons guard their secrets jealously). Similarly, in a 
Traveller game, the “Lemurians” could be a genetics project 
started by Grandfather or one of the other Ancients, and left 
running under the supervision of a psionic computer. 

For an extra twist, the PC visitors could be persuaded to 
run a genetic analysis of the “Lemurians,” only to discover 
that they are, in fact, heavily modified descendants of Terran 
hominids. Clearly, the “spirits” who created them visited 
Earth in the distant past for breeding stock; but at this point, 
somebody could turn up some of Madame Blavatsky’s writings 
in the ship’s computer library. The resemblance between the 
old texts and this alien project are too close to be ignored — 
but how did those pre-space-flight religious eccentrics find 


er great civilization that is now gone, were appointed as the — out so much about events far in the past or light years away? 
keepers of the sacred knowledge that the Lemurians had left | 

behind. What if that knowledge had been stored away in vast unn ing CL emurian (haract ers 
catacombs and now as the Western World begins to discovert Handling Lemurians as PCs or major NPCs can be tricky 
and exploit these more spiritual, holistic societies; these ° hawause they dventt teally: (for the nie part) jaitel ment 
secrets become the key to human-kind's history and an beings. Rather, they are “smart animals” with very good 


a ce delight. eh P instincts and lots of spiritual guidance. Thus, they don’t focus 
ae a , we of Darkness = the World - —— werent on a task and think it through. Instead, if confronted with a 
eee cacy overrun With the Supernatura’, “mutans a8 problem, they immediately use their Intuition. GURPS GMs 


Nosferatu, Wyrm, Nefandus, Ascended, or Fae? Rather they should note that, given their low natural IQs, the Rule of 12 
could be yet another race altogether and are fated to aid in anplies (GURPS Compendium I, p.174); all Lemurians have 


a e i : “ey icy ye ao | ? sf 
Biegahiation OF destruction of Gaia but which: a base Intuition roll of at least 12. If they guess wrong, they 
onspiracy X, Hidden Invasion, Bureau 13, X-Files: In are unlikely to continue trying; their short attention spans 


modern “governmental conspiracy” games PCs can investi- gill cyt in, and they will wander away. However, they are 
gate lost civilizations through esoteric relics, or perhaps some —_ social animals, and their Telesend powers (or language) will 
members of the race survived, and their presence is being — anable them to co-operate fairly well if something is clearly 
made as man-kind encroaches further and further into really important. Many of them have Common Sense (again 
uncharted lands. Accounts of seeing Bigfoot, or the subject to the Rule of 12). This reflects the fact that the guid- 
Chupacabra are really Lemurians seen through uneducated ing spirits may step in to save Lemurians from really unwise 


wen ‘Chine aivalae? ¢ latins? Bi RS: ; 
Shea Crop circles! Cattle mutilations! Bizarre decisions, and is also another aspect of their strong innate 
lights in the sky? Abductions? Psychic phenome- —jnruition. 





ph if masters | non? Talking dolls? Mulder and Scully? Much of the above does not apply to “Inspired” Lemurians, 
This: is Phil's 7 | ’ of course; these tend to be focused, fully self-aware, and often 
Masters first publica- (Planet FY emuria directed by powerful, enigmatic, inhuman entities. Any race 





Many science fiction games involve PC inter- that can build cities whose ruins can last millions of years, 
stellar explorers encountering new worlds and aided only by a race of bright tool-using animals, has to be 
having to puzzle out the strange races they meet taken seriously. Their possible mental powers and complex 
there. But what can such a crew think when they — motivations make such Lemurians dangerous enemies and 
encounter a planet inhabited by gigantic tricky allies. 
humanoids who do not appear to be fully sentient, If a campaign is bizarre enough to permit Lemurian PCs 
but who nonetheless act in organized ways, build- — (which would also imply a high points base in GURPS), it is 
ing giant cities? The discovery that these creatures probably best to make them the “Inspired” type. The only 

are in fact guided and manipulated byanumber problem with this is that they are, by definition, under the 

of superhuman energy beings, who may in fact — thumbs of the spiritual masters of the world, which seriously 
be ultra-powerful enough to control the entire reduces their free will; however, if the GM is willing to per- 
planet’s climate, ecology and geology, should — mit this, assuming that the spirits have interests in common 
get the PCs seriously worried. with the players’ ideas for the PCs, it could be an interesting 

This scenario works best for settings such as = experiment. Alternatively, a Lemurian PC could be a rebel, 
the Star Trek universe, where every other plan- __ raised to full self-awareness by a spiritual patron, but now 

et seems to be infested with Enigmatic God- — determined to think entirely independently. This implies a 

Like Aliens, and many of these aliens are ener- — powerful Enemy (unless the Lemurian has, say, fled from the 

gy beings who don’t bother with physical bod- _ spirit through time or across the dimensions), and quite like- 

ies. But it could also be fitted into, say, a ly ashort and tragic PC career, but some players will no doubt 

Babylon Project game by making the rise to the challenge of playing an ill-fated, three-eyed, four- 

“Lemurians” an experiment by the Vorlons (or — armed, alien. (% 
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Paradise City 
Founded: 1844 
Population: 23 


aradise City. That sure is cute. Might as well of named 

§ her Tombstone or Gomorra. Ain’t much of it left. After 

all, once the mines went bust, most folk gave up and 

headed west, I reckon — although some did pan for a while, but 

that didn’t last none. We got us waterways, and a railroad, and 

everything else, but we ain’t got no business or peoples 

enough to make a wake, let alone a city. Even gots us a sher- 

rif, but he don’t do nothin’ but sleep and drink himself stupid. 
Don’t have no call for any sheriff no how, anyway. 

As for visitors, when a stranger do come through, bectha 
everyone in town’s on him like a fly on... well you know how 
it is when people’s in starven. They'll do anything for a buck. 
And they'll do it to anybody. While back a rumor got about 
that there’s a mine somewhere that’s full of gold. Sturdy as spit 
too. To hear folk tell it this guy comes to town, visits the claim 
office there inside the bank — mind you we ain’t had much 
need for a claims office of late, so we turned the old one into 
a church, but we ain’t much needed preachin’ of late either. 

So, as I hear it, this here fella makes a claim on some mine, 
names it Dougan’s Bluff or some such nonsense, and then goes 
over to the Sunset Bath House to get himself all cleaned up. 
Next morning he’s dead, and the bank’s got themselves a 
blank claim slip, something about he didn’t know exactly 
where it was from here. 

Can you imagine that milarky? Didn’t know where it was. 
I’m sure he died from whatever would have killed him had 
they known where it was. 

Another tale was of a lost city of Injuns beneath the earth 
that buried their dead in gold, and you could get a hanful of 
gold just by breaking of a hand or foot from some dead red- 
skin. 

I never believe none of it. 
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Others hear tell of a piece of the old Summit Shaft that the 
bank sub... subs... financed some years back and got this town 
moving, and then when she dried up everyone just plum got 
up and left. Well a piece of her was lost. A cave in, or some 
collapse and the best part of her is still down there some- 
where. But its all crazy talk to me... 

| don’t believe nothin’ | don’t see. And | don’t see no 
mountains of gold. I don’t see no piles of that rock they said 
be under there, that be so precious you can’t touch it with 
your hands. Bah. Fools. All of them. They deserve this town. 

What's that? 

You want some more history on Paradise? 

Let’s see... | know a few tales. Let’s see if | can tell ‘em 
right? 

Back when I was just a day over 16, my pa moved the 
whole damned family out here. From the stories he heard the 
streets was paved with gold and there wernt a man alive that 
could spend all the money he got from minin’. 

Bull Pucky! 

This town dried up faster than the local stream back in ‘62. 
Unfortunately, Pa wernt the only one to try buckin’ the tigers’ 
odds. Paradise been suckerin’ folks for years now. 

Minnie down at the General Store and Sodee Shop, said that 
one old coot used to drift in and out a town. He’d always be 
comin’ in braggin’ about how he found the mother lode and 
how he was havin’ to move back east. Said he was gonna live 
like the King of England. Two fellas heard him rattlin’ about 
like an old wind chime and followed his ugly hide outta town. 
None of them boys ever re-surfaced, but again... this is all leg- 
end, and | ain’t never seen none of it. 

Some say they made off with that lode. Others, they say the 
the old coot beat ‘em to it and he’s living in Avalon or some 
such, and drinking pure whiskey everyday. Some say, maybe 
he just finally lept from a cliff and ended his mangy, mogrel 
life. Me, | don’t much care for fairy tales. 

Besides, truth be known, and | ain't tellin’, truth be 
known... I'll never tell any of them where the real lost mines 
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ention Gamers! It's timelonce again to select the best game and game- related | 


sk s of the past year (1997) for the annual Origins Awards. Please vote for one 
“release in.each category. Return your completed ballot-by Junée-17. And feel free to 
photocopy this ballot for your own use or to pass it on to other gamers (only one ballot 
per person, though). Origins Award winners are announced at the ORIGINS national 
gaming convention—be there, or check summer issues of this magazine for the winners! 


Deadline: June 17, 1998 





Best Abstract Board Game 


Pa mio nh Gases, tty pert inie ese a reeeereeRapT Orne rene eRe ry Mayfair 
__ Kill Doctor Lucky .. ... cheapass Games 
ARSE ae cei enscbutidaarcesanvevcehe Gold Sieber 
__ Stock Market Guru... ecccceeecesseeeseenes Avalon Hill 
__ Survival of the Witless ..................... .. Avalanche 


___ Write-in Title: 


Manufacturer: 
Best Historical Board Game 
_ Euphrat & Tigris :...ds aanniiigaais Hans im Gluck 
__ Home Before the Leaves Fall............ Clash of Arms Games 
__ Sam Grant.. sea . Columbia Games 
__ Six Days of Glory .. seattle . Clash of Arms Games/TOME 
__ Successors .. pee ... Avalon Hill 
__ Write-in Title: 
Manufacturer: 


Best Science Fiction or Fantasy Board Game 
__ BABYLON 5 Wars............0000.. Agents of Gaming 
__ Princess Ryan’s Star Marines .................... Avalon Hill 
__ Roborally Grand Prix ................. Wizards of the Coast 


__ Starship Troopers ........0c.ccceccessssseseereeeeeee AVALON Hill 
__ Write-in Title: 
Manufacturer: : 
Best Trading Card Game 
__ BABYLON 5 Collectible Card Game ........... Precedence 


__ Dune: Eye of the Storm... . Last Unicorn 


__ Shadowrun Trading Card Game Limited Ed.. . FASA 
__ Warlords Trading Card Game .. .. lron Crown 
__ Write-in Title: | 
Manufacturer: 
Best Traditional Card Game 
__ Corporate Shuffle .................... Wizards of the Coast 


=e Me the Brain ................., Gheapass Games 
__ Groo: The Game .. . Archangel Entertainment 
___ Lord of the Rings Tarot Deck and Card Game .. 
aye .. U.S, Games Systems, Inc. 
_ Titan: The ‘Arena sfuieniuice ueueeili uadaaansaaaannilh Avalon Hill 
__ Write-in Title: 
Manufacturer: 


Best Card Game Expansion or Supplement 
__ BattleTech: Mechwarrior ........... Wizards of the Coast 


___ L5R—Time of the Void ............. Five Rings Publishing 
__ Magic: the Gathering Portal ........... Wizards of the Coast 
__ Magic: the Gathering Tempest ........... Wizards of the Coast 
__ Middle-earth: The Lidless Eye................... ron Crown 
__ Write-in Title: 
Manufacturer: 
Best Historical Miniatures Rules 

__ Battleground Rules ................ Easy Eight Enterprises 


__ Battles of the Revolutionary & Napoleonic Wars .. 
i ..Clash of Arms Games 





___ Crossfire ......... -.. Quantam Publishing Company 
__ Flint & Steel... .. Glash of Arms Games/TOME 
__ High Noon... si .. Tactical Conflict wae le 
_. Red Star, Blue Sky ... ile . oimtac 
__ Write-in Title: 
Manufacturer: 
Best Science Fiction or Fantasy Miniatures Rules 
 CRTORODIA ccc csi sv nnn ccagatiors Heartbreaker Hobbies 
~~ Deadlands: the Great Rail Wars vic... Pinnacle 
A Epi 40,00 sicccoccsiscccfisisssresenseasveags Games Workshop 
2h AON INICNIG cestecciinisnas cl Serv csivareswnceusds Games Werkshop 
sb THE LOST TOYS sisvscscisssbscens Inner City Game Designs 
__ Write-in Title: 
Manufacturer: 
Best Historical Figure Miniatures Series 
__ 15mm ACW Personalities ................. Stone Mountain 
__15mm American Revolution .......... _Musket Miniatures 
_| 6mm Adler Napoleonic ... . Stone Mountain 
_| Charlie Company U.S, Army Figures cecnasivateiert RAFM 
__ GHQ Rebellion 10mm Uh ele a a mele Microarmor 
pies ~Write-in Ti Title:. i See a Sater Near te 
| i Be Yr 
| | j 


| } 


3 Best Science Fiction or Fantasy pees Miniature 


__ Dove Falconhand in Armor .. A .. Ral Partha 
__ Golden Chaos. Dragon Limited Edition. sail Ral Partha 


__ High Elven Warlord .. .... Ral Partha 
___ Sisters of Battle Battle Squad (Seraphin).... ia .. Games Workshop 
__ Write-in Title: 
Manutacturer: 
Best Vehicle Miniature 
__ AKU-1X Akuma .. sey siecle .... Ral Partha 
—__ Call of Cthulhu Roadster . Jase geune aan bere acini meres RAFM 
__ Cauldron Born .. .Ral Partha 
—__ GHQ Micronaut: CB- { ‘Alaska (USN BT) ppt _GHO Microarmor 
__ leeberg Silent Death Starship ..................0.000005 RAFM 
__ Longboat Silent Death Starship .......0....0.. RAPM 
__ Write-in Title: 
Manufacturer: 
Best Action Pompuler's Game 
__ 7th Legion .. - ... Microprose 
Oe ct | ee eee oe ee eee eee eae Activision 
__ Quake Il . .. Activision 
. Interplay 


__ Star Trek Starfleet Bt Academy. 
__ Tomb Raider... _ 
__ Write-in Title: 


Eidos Software 


Manufacturer: ———— 
Best Roleplaying Computer Game 
—_ BIS FOIE Lise cicuncecocccciinetserisnieavasidenspeernes Westwood 
__ Descent to Undermountain .............. ... Interplay 
__ Fallout: A Post Nuclear Adventure ................ Interplay 


__ Final Fantasy VII .............0:002.0- Eidos Software 


___ Ultima Online ............0. .. Origins Systems 
__ Write-in Title: 
Manufacturer: 
Best Strategy Computer's Game 
___ Dark Reign... .. Activision 
__ Emperor of the Fading Suns .. .. Holistic 
__ Sid Meier's Gettysburg... , Firaxis 


eee ... Strategic Simulations 
__ Magic: the Gathering CD-ROM .. . Microprose 
__ Panzer General Il ...............0008 Strategic Simulations 
__ Write-in Title: 
Manufacturer: 
Best Amateur Game Magazine 

__ Alarums & Excursions .. 
__ Berg's Review of Games... 
__ Gaming Intelligence ... 


. Lee Gold 
~- Berg s ‘Review of Games 
... Gaming Intelligence 


__ Serendipity’s Circle oo... Wheeality 
SHAN. WHISGIOMN .crnsrrecnersntscsenersensencesessredesenes GNAEGSIUM 
__ Write-in Title: 

Manufacturer: 


Best Professional Game Magazine 
__ Comics Retailer........................... Krause Publications 
“¢ DUNGQEOR MAGAZING .25....ccccscscsssccbesssssnsvsssensctees PSEA 
A TAGUIB SE ob sxcrsssaninaecconcounriviaienvanisabeeesess Wizard Press 


__ Knights of the Dinner Table Magazine ........... Kenzer & Co. 
_. Pyramid Magazine 0.0.0... Steve Jackson 
__ Shadis Magazine... Aldetac 
__ Write-in Title: ___ 

Manufacturer: 


Best New Play-by- Sag Same 
~ Cold War Battle Plan... .. Flying Buffalo, Inc. 


__ Fire in the Galaxy ... .. Tactical Simulations 
___ Legends Il .. . Midnight Games 
__ Middle- earth PBM Fourth Age Circa 4000 .. 
Shi iil hikes wait Paaaagen oda anand ot maaan: Game Systems; Inc. 
___ Write-in Title: plea ; 
Manufacturer: | al Shere Va eres) bee el 
Best Ongoing Play-by-Mail Game 
a, 2) bay Ge alien ones oli. eee Advanced Gaming 
|. Duelmasters .........00.dccccteseeeeees Reality Simulations 
4 _Ayborian War scccccccsdecctcceccce: Reality Simulations 
__ Middle- earth PERN cote caierlnict Game Systems, Inc. 
_>Star Web om... ees povuese Flying Buffalo,tnc. . 
__ Write-in Tile: é Bo stifepepeees Peers BO Ae | 


ee | 
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Best Game-Related Novel ; 
J. Grave Covenant «..:c...ccccccccciiscaegesediviesaecteneths FASA 





Planar POWerS.n0 oo... ctthatcnatniets OASIS 
> SIGS) Rall 220 biting Hatin eeietinds FASA 
__ Tales from the Empire .................... West End Games 
___ The Road to Hell........0c dice eesieectiss White Wolf 
__ Write-in Title: 
Manufacturer yd 

Best Game-Related Short Work 

__ ABright Dream/A Dark Dream ............ steve Jackson 


Appearing in In Nomine 


__ A Forty Share in Innsmouth . .... Chaosium 
Appearing in Singers of Strange Songs 

__ Crisis of Faith .. id . Dream Pod 9 

__ Independence Day ... . Pinnacle 

__ Not Damned... _.. White Wolf 


Appearing in Dark Tyrants ‘Anthology — 
__ Write-in Title: 
Manufacturer: 


Best Roleplaying ng Adventure 


__ Film Festival #1 (Honk Kong Action Theatre} .... Event Horizon 


__ Independence Day (Deadlands) .................0600.0. Pinnacle 
__ Mob War (Shadowrun) ...ccccccsieseseseesesesnieeneren _FASA 
___ Tale of the Comet (AD&D) ......cccccccccseeseee, saihalaneeea; _ TSR 
__ The Great Modron March (AD&D)... eee eeeeees TSR 


__ The Medellin Agent (Millennium’s End)...... Chameleon Eclectic 
Appearing in The Medellin Agent 
__ The New Breed: Battle Before the Storm (Heavy Gear) ....... 
ict eae aca .. Dream Pod 9 
__ Write-in Title: 
Manufacturer: 
Best Roleplaying Game 
__ Big Eyes, Small Mouth ................. Guardians of Order 
__ BUG PIANC bis. cicgiccincecncn annie Biohazard Games 
__ Domains of Dread .. sar Tor 
__ Legends of the Five Rings Roleplaying Game......... Alderac 
__ Saga Game Rules/Fate Deck .. . TSR 
__ The Babylon Project... Chameleon Eclectic 
__ Write-in Title: 





Manufacturer: 
Best Roleplaying Supplement 
__ AMagical Medley (FUDGE) ............0...... . Grey Ghost 
__ BattleTech Field Manual: Mercenaries (Mechwarrior)..... FASA 
__ Delta Green (Call of Cthulhu) .............. . Pagan Publishing 
__ Heroes of Sorcery (AD&D) w...cccccscccescseseetesesseeseeeses TSR 
__ Rigger 2 (Shadownun) .......cccecccsseciescee iwc FASA 
__ The Blood Wood (Earthdawn) ...........00cc ee FASA 
__ Write-in Title: 
Manufacturer: 
Name 
Address 
City _ State/Prov. 
Zip CSCS Country 
Phone Number ( _ 
Signature 


For more information on the Academy or the 
Origins Awards, contact us at the address below. 


Ballots must be received by June 17, 1998. 
Mail your ballot to: 


+] The Academy of 
| Adventure Gaming) 
2 Arts & eae 













P.0. Box 10262 Blacksbuirg, VA 24062 25 
540. 953. 1658 www.gama.org/academy 8 








Subscription rate is $20 in the USA, $40 in Canada and $60 
everywhere else. Simply send a copy of this form with your pay- |} NAME 
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The management at Archangel Entertainment would like to say thanx to all the people who helped 
make our first year very successful. To celebrate our first anniversary, we are offering a copy of 
everything we have published in the last year at very special price. You will get a copy of Extreme 
Vengeance™ Basic RPG, along with it’s two supplements Maximum Damage™ and Hit List™, Ray Lago: Heros 
and Angels™, Steve Stones ZERO™ Basic RPG, along with it’s two supplements Supernumerary™ and Negative 
Potential™, GROO: The Game™ and it’s expansion, and a copy of the Three Stooges Card Game. This 
package would normally cost you $113.85. However, if you are one of the first 100 customers to 
respond to this add you can get this Ist Year Anniversary Package for...$48.96!"* 


ALL THIS PRODUCT FOR $48.9611* 
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Lake Geneva, WI 53147 


Ph: 414-248-7189 « Fax: 414-249-9456 
E-mail: archangel @archangelent.com 
_ Web site: www.archangelent.com 





Nutrunner 


(Part 2) 
by pierre savoie 





[humorous] Fiction from the World of Netrunner 


Dances with Dodos 

“Okay, Dodo, do your stuff!” 

The Nutty Professor was in front of the 
outer Sosumi Data Wall, picking his moment 
when there were only a few other Runners 
out near Sosumi’s pyramid. Their icons 
resembled familiar pop-culture entities, just 
like his. He was trying to look inconspicuous 
and not draw attention to his run. 

The Spider Murphy Artificial Stupidity 
Dodo emerged from Nutty’s obese icon and 
stood rock-steady in front of the outer 
Sosumi Data Wall, pausing as if in thought. A 
tiny pink copy of itself formed from its body 
and shot into the wall. After a minute, 
dozens of tiny pink baby dodos popped and 
oozed out of the wall, bouncing up and down 
in front of the mother program, squawking 
and meeping, occasionally “integrating” 
with her, exchanging information... 

Nutty laughed an Eddie Murphy laugh; 
this was one species of virus that wasn’t 
eoing to go extinct in Sosumi ‘space any time 
soon. Next to the Dodo and the swarm of 
babies, a 3-D schematic of Sosumi was build- 
ing up, hanging in the air rotating, mapping 
everything except the innermost core. No 
baby dodo virus had gotten that far yet; they 
infiltrated the ‘space very slowly on their 
own, and it was better if Nutty deep-pene- 
trated with the Dodo and left an egg himself. 
There were many spots marked as holding 
corporate agendas, but none of them were 
any more exciting than the drek Nutty had 
dredged up for over a week. The big payoff 
was still hidden. He knew he could sell this. 

Most spatial maps sold through Fixers or 
published in the Vector Voice were like a 
slice of cake: the inside was unknown, with 
only a thin outer layer of known [CEing. 
Nutty had a map of Sosumi ‘space that went 
over halfway in, in places. Just for fun he 
could sell it to Paperboy, and pretty soon 
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there would be a classic Friday Night ICE 
Fight, as hordes of Runners would leap at the 
chance to run Sosumi as soon as the Voice 
was out in Netspace, and before Sosumi had 
a chance to reshuffle its ICE. 

But no; he wanted to finish the job, go 
right down the line himself. This could be 
good. He could become even more famous 
than Xena the Mortician Lover. What a 
coup that had been: some coroner had found 
an index-card with passwords on it, on the 
body of an Arasaka exec. A Runner by the 
handle of Xena was his girlfriend, and she 
ran Arasaka with it. Her Cyfermeister was 
not strong enough to breach the high-level, 
restricted Arasaka Code Gates, and the pass- 
words didn’t work either. So instead, she 
used Datajazz to convince the personnel 
records that the dead man was still alive and 
an employee there, and used her Tinferret to 
imitate his icon. Instantly, the passwords 
worked again, like keys clicking into every 
lock she passed. Never before had so much 
embarrassing Arasaka stuff leaked out to the 
public! Heads were rolling in the corpora- 
tion’s computer department after that, and 
likewise in Japan, “necks were flying.” 
Classic. 

The baby dodos leaped back into the Data 
Wall one by one, leaving only the mother 
Dodo. Nutty proceeded inside layer after 
layer of Data Walls. A baby dodo stood sentry 
near each wall, signifying by its presence 
that the wall was virussed and couldn’t see 
him. Nutty moved his bulk easily through 
the labyrinth, until he came to a place with 
a dodo by the wall behind him but none on 
the wall ahead. Nutty glanced backwards; 
the dodo behind him shrugged. “Right! End 
of the line,” he thought. “From now on, I'll 
have to roll up my sleeves and work for it.” 

The first obstacle was a Toughluckium 
Wall, with a winged gargoyle embedded in it. 











The gargoyle raised its arm, hand and middle 
finger in the classic taunt, muttering “No 
pasaran!” repeatedly. Nutty nudged his 
Battering Ram forward, and after a struggle 
managed to make a hole and pass, pausing as 
usual to let the Dodo lay an egg inside the 
wall. Instantly, the gargoyle ignored him. 

Next came a couple of Kanpei’s, resem- 
bling drunken samurai warriors trying to 
engage him in a drinking contest. “Kanpei! 
Kanpei!” they kept toasting, holding up their 
porcelain cups of rice wine and swallowing 
deeply. Their fingers clawed at Nutty but he 
tore away, and released his Sugarcubus with 
the Battering Ram. The Sugarcubus wailed at 
them in a high-pitched voice, and the 
Battering Ram leaped and dodged. Pretty 
soon the samurai were toast, as opposed to 
making toasts, and lay passed out on the 
floor. 

He moved on, through ICE which was 
now quite ineffective against his Dodo pro- 
gram: a Yellow Submarine, an | Got A Gun, 
a Loser Wire, a Shotgun Wedding, and a 
Rock is Loud. Each time the ICE icon came 
on strong, and each time the Dodo just 
turned tail and shot an egg into the ICE's 
structure. After the last one, when the loud 
staticky wall of rock oldies collapsed into a 
skirling, bagpipe version of Nirvana's 
“Smells Like Teen Spirit,” Nutty confidently 
strode forward over the dying ICE’s faint 
bagpipe shards, raising dispirited blatting 
sounds every time he stepped on one. 

Then, around the corner in the clearing 
of the grid ahead, Nutty noticed the icon of 
a Black humanoid. This icon was moving 
around in quick strides, with a twelve-string 
euitar slung on its shoulder, rendered in 
ereat detail. What was this? 

Nutty’s Smartass program softly brayed a 
warning, and simultaneously the Sugarcubus 
gently wailed, “Human — behavior... 
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human... human...” 

[t was a dangerous Corp Runner, packing 
frack-knows-what kind of programs, and 
Nutty hid behind the corner until the 
Smartass was sure that the icon was gone. 

Nutty stepped out into the open plain, 
cautious, ready to jack out with his Dripp at 
any time. He floated over to the other side, 
to a featureless Data Wall which appeared to 
be feeling the effects of being virussed, from 
the cross-referenced effects of a dodo in a dif- 
ferent sector somehow. Behind the wall, 
Nutty could see files for some kind of Corp 
agenda linked to Information Dry-Cleaning, 
but again this one seemed to be small pota- 
toes. Another agenda visible elsewhere was 
a program of Employee Belittlement, but 
again Nutty didn’t care. 

“Where is the good stuff?” 

Nutty couldn’t find anything of value, 
and was nervous about hanging around; that 
Corp Runner was close. He thought of pen- 
etrating deeper, but the icon had walked 
inwards, deeper, as well. Nutty sidled along 
the wall slowly — until his Smartass program 
nipped him gently on the shoulder and 
flicked its nose at a section of wall he had 
just passed. A hissing sound emanated from 
the wall now, and Nutty activated the 
Battering Ram once again. 

The wall fell to the Ram’s horns, reveal- 
ing a crawlspace with a multitude of tiny 
video screens along a side wall, each one 
flashing nothing but static. Nutty crept 
inside the room. 

“Odd,” he thought, “What could this 


be?” 


Thinking the snow on the screens meant 
some kind of encryption, Nutty launched 
his Lizard’s Book as a decryptor program at 
the inner wall. The green iguana rezzed from 
the leather cover of the Lizard’s Book, and 
held still for a moment. It then leaped off, 
and scampered back and forth along the 
floor in front of the wall of video screens, 
tail raised, sometimes climbing up and then 
leaping back down. Nothing happened. The 
Iguana leaped back on the book that Nutty 
was holding, shook its head and shrugged, 
and merged with the cover once again. 

“How come it didn’t solve it?’ Nutty 
thought. He looked closer. Each video 
screen was about ten centimetres across, and 
behind the wall it was connected to other 
screens by a fine tracery of red neon grid, 
with static running through it... 

It suddenly hit him. Like the cable vid! 
Nutty laughed another Eddie Murphy laugh. 
“Oh, man! This is it! | could be more famous 
than the Mortician Lover, even more 


famous than Bart Rachemoss!” 

Nutty glanced at his Dodo, and the Dodo 
looked puzzled for a moment, but then nod- 
ded its head. Stalking up to the wall of video 
screens, the Dodo proceeded to lay the 
biggest egg ever, with a tremendous squawk. 
It rezzed at over half the Dodo's size, and the 
Dodo was left sitting on it, its legs in the air 
as the egg rocked back and forth. The Dodo 
climbed off and rolled the speckled egg into 
the video wall with its beak, where the egg 
was instantly absorbed. Nutty, giggling out- 
rageously, derezzed all of his programs and 
faded, jacking out... 
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“I felt something! 

Gunther looked up from his desk, to 
where Hootie’s brain was stored. He 
removed the flannel cloth and spoke into 
the tinny speaker embedded in the glass jar. 
“What happened, Hootie?” 

“Just for a moment! A visual discontinu- 
ity on my monitors in all of Sosumi 
Netspace!” 

“An illusion? Like the viruses that did in 
the Al?” 

“No, it didn’t feel like any illusion. It’s 
like everything flicked out and was instant- 
ly replaced by an exact duplicate. It’s all 
there, it’s all real, and yet something has 
changed somewhere. | can’t explain it!” 

Gunther didn’t like the sound of that. 
Normally Hootie could describe things very 
analytically, and illustrate with profuse 
charts and diagrams in VRML. But Hootie 
was getting agitated; he was spooked. 

“Listen carefully, Hootie. | want you to 
rez all reserve ICE for the next twenty-four 
hours, and go on full alert. | want you 
patrolling the Corp ‘space, splitting your 
consciousness as much as you can. Ill join 
you as much as possible during my up-time. 
We've got company, and he hasn’t come just 
for the Happy Hour...” 

eo 6 

“Chang, you're jerkin’ me!” 

Nutty sat on a rickety stool in the coun- 
try & western bar, trying to ignore the loud 
twangy music blaring fuzzily from a jukebox, 
and looked at the Nomad straight in the 
eye. [he meat eye. 

“Il kid you not, Roadie! I’ve really done 
it!” Nutty grinned broadly. 

“Well, whu’ does that mean, ‘xactly? 
Whu’ does that have to do with the price 0’, 
uh...?” The leather-clad biker propped one 
leg onto the bar’s foot-rail. He was wearing 
shin-guards, and bits of armor-plate tied to 
his leather jacket, and looked doubtful. 

“It means protection,” Nutty whispered, 
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counting off on his fingers, “It means you 
can move around freely, unseen. It means | 
can ghost you all the way in, and no one is 
the wiser. Ten, even twelve of you! After 
you loot, we all split to the Coast, waiting 
for Sosumi to lose its tags on me. Long 
Beach, Malibu, Aztlan, anywhere. Have 
some fun for a month; money’s no object! 
ll go fifty-fifty with you and your clan. You 
could come out with something big and 
juicy, like their entire week's payroll, or a 
week's profits, or something!” 

The Nomad scratched at his beard, sip- 
ping his whisky with the other hand, his 
good eye and his cybereye fixed on Nutty. 
“Enough to buy farmland back from the 
agricorps, maybe? With lots o’ crops and 
electrified fencing all the way around to 
keep out raiders? No more ridin’ around the 
highways?” 

“Every Nomad’s dream!” Nutty affirmed, 
“Back to the land, for all your clan!” 

Roadie smiled, and Nutty thought he 
could hear the beard rustle with the unac- 
customed movement. “Adam Chang, you 
got yrself a deal, good buddy! Skin 
Contract!” 

Nutty was unaccustomed to Roadie’s 
slang, but got his meaning. They shook 
hands. 

The Vampire Strikes Back 

That evening, Nutty ate a light meal, and 
then launched his mind into cyberspace 
once again, rapidly screaming through the 
virtual Night City to the Sosumi fortress. 
This was going to be the worst yet, he 
mused. He had almost all of Sosumi ‘space 
mapped, but he had to make a play for the 
Corp Runner himself — and do a convincing 
job of it. 

His Battering Ram and Sugarcubus had 
been fine-tuned. Whoever this Runner was, 
he seemed to favor sonic-based ICE like the 
Rock is Loud, so Nutty perfected the pro- 
grams to help them resist any viruses insert- 
ed through the audio channels of virtual 
reality. 

His Dodo again pow-wowed with the 
baby dodoes from inside, but nothing much 
new was added to the Sosumi map. Nutty 
passed through the Artificially Stupid Walls 
easily, paused at the location with the tiny 
video screens, nodded with satisfaction, and 
approached the unknown core of this 
datafort. 

Turning a corner, he saw four tables with 
expensive tablecloths and candlesticks, and 
a group of French waiters in tuxedos, carry- 
ing large rectangles of cardboard. 

“Great! Just great!” he thought, “some 
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Misleading Dinner Menus...” 

He played it cautiously, launching both 
his Dedo to lay eggs, and the Lizard’s Book 
to decrypt at the same time. The waiters 
minced forward, waving their large, 
opened menus menacingly in front of 
them and trying to interest him in a Coq 
au Vin with Vichyssoise sauce, but Nutty 
would have none of it. Soon, whether 
from the dodo eggs or the Lizard scamper- 
ing around, one by one the waiters petri- 
fied, and Nutty could pass. 

Nutty was pleased, but looked to the 
side and saw a Black guitarist in folksy 
duds, standing there with his arms folded 
over his guitar, next to some strange glob- 
ular fish hovering in mid-air. “Welll, 
hello! My name is Hootie,” the man said, 
“and this is my Blowfish.” He then started 
to plunk a few notes on the twelve-string 
eultar, 

The Blowfish puffed itself up to enor- 
mous, spiny size and wriggled towards 
Nutty. Nutty called forth his Battering Ram 
and Sugarcubus, which flanked the 
Blowfish on each side and started to bob 
and weave as the Blowfish lunged. 

Another human shape rezzed next to 
Hootie, taking the form of a man in a dark 
leather jacket and dark shirt, white tie and 
dark glasses, with his dark hair tied back in 
a pony-tail. Hootie, still strumming the 
guitar, addressed the stranger, “Glad you 
could make it, Gunther; I’m having a ‘dis- 
cussion’ here with some new talent.” 

“Don’t call me that here; call me... 
nEuroTrash,” said nEuroTrash. 

The fish and Nutty’s programs were 
darting around so fast now that they were 
a gray blur: whitish Ram, dark Bjork the 
Sugarcubus, and a pale yellow Blowfish. All 
of a sudden, the Ram and Sugarcubus 
stopped on opposite sides of a surprised- 
looking Blowfish... which then exploded 
into a million sushi chunks all over the 
room, 

nEuroTrash smiled evilly, clapped his 
hands slowly and sarcastically, and said, 
“Bravo! Bravo! Very good; but you're not 
the only Runner buying fancy programs 
these days. Here’s one from France which 
you may have heard about.” At these 
words, a malevolent human form rezzed 
next to nEurolTrash, dressed in what 
appeared to be French Revolution period 
clothing with a strange light-dimmer knob 
sticking out from its chest. | 

“The Vampire LeRheostat!” Nutty 
shrieked, remembering a small item in a 
previous Vector Voice describing this 
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fiend. The Anti-Personnel program glared 
with its red eyes and bared its sharp fangs at 
Nutty, coming closer, closer. Nutty tried to 
counter with his own programs, but his 
Battering Ram bucked and ran, his Dripp was 
blocked by a miniature wooden coffin, and 
even his Sugarcubus, after a moment of fac- 
ing down the monster, wailed and derezzed. 
There was nothing between Nutty and the 
Vampire! 

The program grinned a death’s-head grin, 
and with its ruffle-sleeved arms it reached for 
Nutty’s heart. At the same time its talons 
pierced Nutty’s chest, the Vampire started to 
turn up the knob on its own chest. 

Nutty started to feel a strong headache. 
Mind Jolts! The Vampire was starting its 
inductance program, trying to use the telco 
erid to feed back dangerous patterns of volt- 
age at Nutty through his ‘trodes! “Any brain 
damage and it’s a life of basket-weaving for 
me,” he thought in a panic. 

In desperation, Nutty called forth his 
Dodo program. The Dodo bravely turned 
around and bent over, shooting out an egg at 
the Vampire. But the Vampire let go of 
Nutty, caught the egg in its fangs, and swal- 
lowed it, laughing hideously. 

Off in the distances, the wails of derezzing 
baby dodoes were heard. The Vampire was 
using the egg’s information to develop a 
virus-cleaning procedure! Nutty saw his map 
crumble and fritter away; the Data Walls, 
Code Gates and Sentries started to smarten up 
again, to awaken from their Artificial 
Stupidity. Everything he had worked a week 
to perfect was disappearing! The Vampire 
turned to the Dodo and shot twin balls of red 
flame from its eyes, which struck the Dodo, 
causing it to explode with a squawk, in a 
flurry of feathers! 

But luckily, the Dodo distracted the 
Vampire long enough for Nutty to break 
free, derezz everything and jack out! He 
regained consciousness in his recliner, and 
hastily pulled out his ‘trodes, which had 
started to grow uncomfortably warm in his 
brain-socket. 

Then he laughed and, pausing to hunt 
down a spare set of ‘trodes, jacked in again. 


The Return of the Dead-Eye 


Gunther, alias nEuroTrash, came to in 
front of his desk, and pulled out his ‘trodes, 
raging at the brain in the jar. “We almost 
fried him. Where did he go?” 

Hootie’s jar replied, “A simple priority 
problem. The Vampire program thought 
that removing all those dodo-virus things 
from our ‘space was more important than 
finishing the Runner off. Too bad. It’s still 


on-going, though; the Vampire reports it © 
might take hours to find every last dodo.” 

Gunther got up from his chair and paced 
around the room. “We'll be ready for this 
Nutty Professor if he comes back, though.” 

There was a knock at the office door. “At 
this hour?” Gunther thought, annoyed. He 
walked over to the entrance. The security 
monitor next to the door showed a lone 
security guard outside, wearing a Sosumi 
powder-blue jumpsuit and carrying a stan- 
dard-issue rifle. Gunther palmed the door 
and it slid open. 

Six nasty-looking guys in leather jackets, 
with guns, glared back at him. 

They muscled past a very surprised 
Gunther, half-pushing him along, and seized 
control of the room, stationed like sentries 
at the ready. Gunther stared dumb-struck at 
the monitor beside the door, where the 
image of the security guard stuck its tongue 
out at Gunther and put its thumbs in its ears, 
wiggling its fingers, as the vacant door slid 
shut. 

“Who — who are you?” was all Gunther 
could manage. 

The lead tough, who wore black leather 
with armor-plates and had a cybereye, 
scratched his beard with the tip of his sawed- 
off shotgun and chuckled, “Oh, Nutty sent 
us. You screwed up bad, whoever y’are. Zeke! 
Long- John! Tie up this Eurofreak.” 

After a short and fruitless scuffle, 
Gunther was hog-tied into his own chair 
with some strong hemp rope. 

“Gunther? What’s happening??” the 
speaker on Hootie’s jar asked in agitation. 
Two of the Nomads pointed and looked curi- 
ously at this floating brain. 

“Frag that!” ordered Roadie. Immediately, 
a Nomad whipped out a heavy mallet and 
brought it crashing down on the jar repeat- 
edly, shattering it and spilling serum all over 
the desk. Hootie’s screech was drowned out 
by an electrical short as the speaker on the 
jar spoke its last. 

“Noll! What have you DONE?!” 
screamed Gunther, horrified. 

Roadie looked around for a minute, and 
motioned to a female Nomad, “Go to it.” 
She wheeled Gunther and his chair aside, 
tapped at his keyboard, which had been left 
active, and gave the unusual command for a 
total ICE shut-down. A graphic showed a 
map of a labyrinth where various constructs 
were disappearing and the walls were coming 
down, one by one, at random. 

Roadie turned to Gunther, “We heard 
from our own Runner that Nutty met two 
Corp Runners. Didn’t expect one to be a 
Pickled Egghead though.” 


Gunther was in shock. Too much had 
happened in the last minute. He stammered 
out, “But... but how did you get IN?” 

“Well, [ don’t rightly understand it, but 
maybe our Runner, Blade, can tell you,” 
Roadie replied. 

Blade looked up from the computer 
screen at Roadie. “Financial code keys 
located and transmitted to Nutty. It’s done! 
We can go.” She then turned her attention 
to Gunther. “You were stupid, that’s how. Or 
maybe Sosumi Corporation was cutting one 
corner too many. 

“In constructing its security system full of 
pass-locks and vidcams, Sosumi didn’t want 
to spend money on a separate physical 
switchboard for all those camera views and 
security information. Sosumi decided to send 
up the camera images into its Netspace and 
rely on computer power to route the images 
to different people in Security who wanted 
to view them.” 

She arched an eyebrow, “That was real 
dumb because, for even just a moment, the 
images were a part of Netspace and could be 
virussed to look like whatever Nutty wanted 
them to. We came in disguised as cleaning 
staff, and Nutty rigged things so we could 
use the magnetic strips from our bank cards 
in the pass-locks and they would let us in! 
We came up the elevator most of the way, 
changed, walked up 10 more flights of stairs, 
and the security cams never showed us.” 

Roadie grinned, “We're leaving the same 
way. But Nutty wanted us to leave this thing 
here, to start his legend. Boys?” At this, one 
Nomad took off his backpack and unpacked 
a large, wicked-looking satchel charge, 
twisted a knob, and armed it. An LED 
showed 1:30, and counted the seconds 
down. 

The Nomads slowly filed out, past a secu- 
rity monitor showing a phoney image of a 
security guard, shrugging and then closing 
its eyes, sticking its index-fingers into its 
ears. Roadie was the last Nomad, and turned 
around. “Oh, by the way,” he said, pulling 
out a cubical object from his jacket, “I want 
to complain about this Sosumi Electric 
Boiled-Egg Slicer. The blades are dull and 
the egg comes out crumbled.” Roadie 
erinned, placing the tiny appliance on a 
desk, and stepped out of the office. 

Gunther screamed and screamed, but for 
some reason the security microphones in the 
building never picked up a sound, not even 
when a tremendous detonation blew out 
office-windows on the 53rd floor, and nox- 
ious black smoke poured out for all of Night 
City to see... 
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“PAL” 

“Yes, sir?” 

“You will deliver this lengthy E-mail to 
the bank, trash the reply, and deposit 
instead in the transaction’s memory-loca- 
tion this graphics file, with a message. | also 
want you to flash the message onto Gunther 
Doppelkreutz’s computer-screen, the one he 
uses to monitor you. It is the most important 
message that you have ever sent. Do you 
understand?” 

“Yes, sir. What will happen?” 

“Something wonderful. The message fol- 
lows:” 

Nutty was giggling like a maniac, but 
then dutifully rezzed his thoughts slowly and 
carefully, in letters which appeared in lovely 
flowing Oracle Cursive font, on an intact 
computer screen in a far-from-intact office 
on the 53rd floor of Sosumi Corporation: 
“H...A...S...” When he was finished, he 
giggled some more, and jacked out for the 
last time. 

ee 

Deep in the bowels of the Chase Virtual 
Bank of Night City, SCROOGE (the bank’s 
Al) received a packet of detailed E-mail 
instructions from Sosumi Corporation, one of 
the bank’s largest and most important 
clients, and rezzed the packet. The decrypt- 


ed instructions said to withdraw massive 
amounts of funds from certain Sosumi 
accounts and use them to print and post cer- 
tified checks in American dollars. These 
were to be mailed to various post-office 
boxes, some manufacturers of pre-fabricated 
housing and, curiously, a seven- figure sum 
to a rural real-estate broker in the Midwest. 
Other instructions directed Chase Virtual to 
transfer Sosumi funds in Eurodollars to sev- 
eral numbered  bank-accounts in 
Switzerland, in the Bahamas, and in Baja 
Free State; accounts in the names of various 
American citizens of “no fixed address.” 

SCROOGE arched an electronic eye- 
brow, but it then performed the Al equiva- 
lent of “the customer is always right.” It 
transacted the instructions, deducted the 
sums, deducted the service charges which 
for all this were heavy, and sent the verified 
bank account statements and balances to 
Sosumi, wiping all the bank’s own copies of 
destination records for confidentiality. 
However, since the transactions were made 
from Sosumi’s Black Ops accounts, official 
records from the bank were not posted to 
Sosumi’s Accounting department, but 
encrypted and sent to a different computer 
node in Sosumi ‘space instead. 

The Black Ops node, working on new 
instructions, borrowed from Petty Cash and 
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nutrunner 


General Accounts to make up the sums 
requested, and wiped all details of the desti- 
nation of these cash transfers, so as not to let 
the information fall into “the wrong hands.” 
It would be a while before Soswmi noticed 
that its Black Ops fund had been fiddled. In 
place of any details of these astonishingly 
bizarre transactions was a simple 3-D graph- 
ics file which, if rezzed, might show the fat, 
erinning face of The Nutty Professor and 
elegant cursive text: “Hasta la Vista — 
Suckers!” 
oe 6 

The glittering surf rolled and crashed 
into a golden, unpolluted beach in the 
Malibu FreeZone. Further inland, behind 
the palm trees and the famous streets, rose 
the massive guard-towers and the wall pro- 
tecting this area, which a tourism consor- 
tium had manipulated into a U.N. 
Environmental Preserve, for the benefit of 
wealthy European and Japanese tourists. 
The wall kept out the Nomads and raiders 
and riff-raff of the United States proper. 
Nutty, Roadie and his Nomad clan, howev- 
er, had paid to get in: their recently acquired 
American passports, the best forgeries a 
Swiss bank-account could buy, were indeed 
stamped with the approved U.N. visas. 

Nutty was sitting in a beach chair, sip- 
ping a fancy tropical drink with a bamboo 
umbrella in it, and was tooling around with 
his laptop, pausing to ask the drinks-dis- 
penser if it accepted American money. The 
squat, Japanese- made robot made a rude 
noise and made to leave on its rubber treads, 
so, sighing, Nutty dug into his pockets fish- 
ing for some euro. 

Roadie was off in the surf with two 
buxom bikini-clad lovelies from the hotel’s 
joy division (bought and paid-for the whole 
week). They were splashing water all over 
his bear-like form and he was responding in 
kind, guffawing and enjoying himself 
immensely. Scattered all up and down the 
beach were more of Roadie’s people, includ- 
ing children who had never seen the ocean, 
building sand-castles with obvious delight 
alongside a few German- speaking children. 
Far away, a stereo was playing oldie surfer 
music, not because it was back in style but 
because the tourists expected it. 

Roadie wiped salt-spray from his cyber- 
eye (“that can’t do much good,” thought 
Nutty) and then grabbed a girl under each 
arm and half-carried, half-walked them back 
to shore as they squealed and giggled. He 
put them down and told them to return to 
his hotel-room, and then padded barefoot in 
the wet sand toward Nutty. 


“If only Dad were alive to see me now,” 
he chuckled. “What's new?” 

Nutty folded the antenna on his laptop 
back, and turned the screen view of an 
explosion on a skyscraper so Roadie could 
see. “Nothing much. The explosion was all 
over the vid and screamsheets, of course, 
and there was a special exclusive interview 
with me in the Vector Voice, but Sosumi’s 
Black Ops don’t have a clue who we are. For 
some strange reason,” Nutty grinned, “they 
are trying to look for the money in Mexico, 
but they are way off. We really pulled it off, 
Roadie. And even now as we speak, land has 
been bought in Kansas, a whole lotta land, 
and some basic construction is going on to 
house your entire clan. You'll have to do 
most of the finishing work yourselves, 
though, but with the cash reserves left and 
the credit deposited in the local agribusiness 
co-ops, you should be able to start up a 
healthy farm operation. 

“The agricorps pushed your Father off his 
land, but now you are an agricorp too. | reg- 
istered you myself yesterday. When do you 
think you'll make the trip over?” 

“Wellllll, let’s not rush things,” Roadie 
said absently, watching the two women 
undulate in the distance, kicking up dry 
sand with every step. “I’ve never been to the 
FreeZones b’fore. | kinda like it here; think 
ll stay ‘nuther week ‘r two before the clan 
rolls over to Nutty Acres.” 

“Nutty Acres?! — Why, Roadie, I’m 
touched...” Nutty said, grinning. 

“But what about you? What’ll you do 
now!” 

“I can’t farm, if that’s what you're think- 
ing.” Nutty folded up the laptop. “I’m a 
Netrunner, Roadie; it’s in the blood. I just 
want to go back to Night City under a new 
name, get a classy new apartment in the 
ultra-high-rent district, buy some expensive 
new made-in-Chiba hardware and software, 
but use the same old handle and stroll The 
Clot as The Nutty Professor one more time. 
Besides...” Nutty grinned, “I’ve got a few 
projects lined up, and I’ve got a funny feel- 
ing inside me that could be... like... ambi- 
tidk.., © 
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It was a dark and stormy night. Far up the 
skyscraper of the Chase Virtual Bank, a win- 
dow looked into a dimly star-lit computer- 
center office. Past row upon row of super- 
computers, somewhere on the periphery of 
the CPU's virtual memory, controlling priv- 
ileged accesses to a number of key corpora- 
tions, a speckled ege hatched. 


Somewhere, a baby dodo chirped. SS 
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Psst. Over here. How far can you throw your 
shiv, frill? | know you think you can beat the 
average Margin, but you're playing with the big 
boys now. You need the toys to help you, and I’ve 
got what you want. 
Information, straight from the 
source and endorsed by the 
company. Now get this book 
into your hot little hands and 
get back to your hole. Pronto! 

No one knows Al Amarja 
like Jonathan Tweet, KA JoT, 
AKA The Big Important 
Game Designer. Yeah, yeah, 
['d heard he’d gone to the 
coast, but the company has 
been sitting on _ this 
information he divulged 
before he left and they've 
decided it’s time to let it out. 
Their front is Atlas Games, 
but we know who’s really in charge. Tweet has the 
brain for this biz and if you want to survive as a 
cloak in The Edge, you’d best pay attention to 
what he has to say. 

Don't worry about the normies, they’re not 
going to suspect a thing. The book looks innocent 
enough. Just don’t let them READ it. The 
dossiers on known cloaks, the write-ups of fringe 
powers, the secrets of espionage on Al Amarja, 
fascinating details on Club St. Augustine; it’s all 
in there and even if the unsuspecting burger 
doesn’t get it, they’re still likely to be frightened 
enough by the descriptions of the end of the 
world on page 24 to do something stupid. And 
the Company doesn’t want anyone doing 
anything stupid just yet. 

There are at least thirty dangerous offenders 
outted in the pages of this book. If you think you 
know the Edge, think again. If you think you 
know what’s going on before you read this book, 
you've got another unpleasant surprise ahead of 
you. Tweet’s revelations bring a whole new 
meaning to “web of intrigue” and it’s not the kind 
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of information that makes you feel all warm and 
happy on the inside, brother. If you've ever been 
awoken in the wee hours of the morning, like a 
punch to the gut or the force of Hurricane Kate 
sitting on your chest, you know what I’m talking 
about. It wasn’t the impact of a bad dream, my 
friend. It’s much, much more sinister than that. 
This shouldn’t be a surprise to you, but I have the 
feeling it’s gonna be. 

I'll say it again, no one knows Al Amarja like 
Tweet, except maybe Monique D’Aubainne 
herself. This is the best information to be leaked 
to the public through the Atlas front 
in some time. When you read it, you 
will feel the noose around your neck 
tightening. You will feel the eyes of 
others upon you, even if you think 
you're alone in your room. It’s not 
paranoia, my friend. It’s the life of a 
cloak. Get this book and you may not 
sleep any better at night... but that’s a 
good thing in your line of work, 
anyway, right? I can’t recommend it 
more highly than that — short of 
saying it'll save your life... which it 
just might. 

Now, turn around and walk away. 
You have your mission, and besides, 
that drunk on the corner is making 
me nervous. This review will self-destruct in 30 
seconds. Be far away and keep your copy of 
Cloaks close to you. 

The rest of this review is classified and all 
cabbies claiming knowledge of it are just lying to 
you. 


secret agents on al amarja? 
get out of here... 
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¢ written by david pulver 

¢ published by steve jackson 
games 

° 144 pages 

° $20.95 

¢ reviewed by joe kushner 


Ah, David Pulver, a name familiar to fans of 
the GUPRS series no doubt. He is theauthor of 
numerous GURPS books such as Reign of Steel, 
Psionics, and Ultra-Tech One and Ultra-Tech 
Two. Suffice it to say that if you were happy at all 
with those books, Bio-Tech will continue to 
please. 

GURPS Bio-Tech starts off with the standard 
levels and their time lines. For instance, TL1-3 is 
up to 1450, and as far as bio-technology, it's pretty 
limited to selective breeding of animals and the 
making of breed, wine, and cheese. Not too 
exciting, but further down the tech-scale we have 
TL13 which has complete control of everything 
biological and nano-technoligical. There is an 
important note here which needs to be paid 
attention to. Bio-Technology seems to be 
outracing all other types of technology. In some 
previous GURPS books, such as Cyberworld, 
cloning was impossible. As we've seen in the real 
world, that fact is no longer carved in stone. 

The book gives some basics of what generic 
engineering is and how to go about it. Nothing 
vastly complex or anything you can do at home, 
but some key definitions such as what DNA is 
(deoxyribonucleic acid no less) as well as some 
modern examples of what bio-technology we 
have available now. 

The meat and bones of the book is not in 
these definitions or the current uses we have, but 
rather in the gaming uses! The book is broken up 
into six chapters and the first one covers human 
genetic engineering. It is here that you can find 
all sorts of interesting things like the bioroid 
soldiers, gilzamesh-series bioroids who are just 
overall superior to normals, in addition to all sorts 
of templates for other genetic modifications. 

Does it end there? No, David wouldn't let us 
down like that. Instead we get biomods. While 
genetic engineering is for those yet to be born, 
this section covers things from traditional surgery 
for physical augmentation (please, no starlets 
from hollywood need apply) to more the exotic 
xenoscultpting which can give a normal person 
animal features or any other appearance that the 
patient desires. Anything that you weren't born 
with, and more, can be put into you or onto you. 

But you say, what has all of this technology 
done for the world? That question is covered a 
little bit in chapter four where we see what man 
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has done to his best friend. While there are 
examples of augmented animals and insects, there 
is also uses for germ warfare, superior plants, 
biogadgets which are animals and plants that 
have a limited function, to living structures 
including bio-ships! 

The next chapter, Immortality Incorporated is 
fairly short and gives a few brief ideas on how 
characters might live forever. Suspended 
animation, cryonics, and braintaping. 
Braintaping is the most original of these ideas, but 
it's just copying your mind onto a computer and 
then transferring that mind to a mindless clone. 
Simple no? 

The last chapter is characters and 
corporations. It takes its cue from Black Ops with 
character types. These are basic ideas for 
characters with a listing of common skills, 
advantages, and disadvantages and includes 
bioengineer, gene cop, and neo-luddite, or people 
who oppose genetic engineering. In addition, it 
also has new advantages and disadvantages, and 
some brief ideas on some of the things that will be 
in a world that has high levels of biotechnology 
like specialized corporations, jobs, and hospitals. 

Overall the book is very clear and easy to use. 
The majority of the text has comments by various 
individuals which make it easier to read. The art 
is all done by Dan Smith, so even if you don't like 
his art, it still has a uniform feel to it. 

The main and perhaps only major flaw in the 
book is that there is no setting within it's pages. 
While there are enough snippets to make up 
scenarios and ideas, a brief world would have 
been nice to play in. This book is perfect for those 
using the IST world for Supers, or the Cyberworld 
for Cypberpunk. One interesting variant would 
be to have a group of underground scientist from 
Reign of Steel get ahold of this technology to 
even the odds between man and machine. It is 
also useful for any other game system that has 
genetic engineering. Are those Champions 
players bored with the last few things Malachite 
has thrown at them? After reading Bio-Tech, the 
GM will have plenty to throw at them and the 
best part is, they'll never know where it came 
from! 

[For those old time players, break out “Dark 
Space” for Rolemaster and let the technology in 
this book take the horror factor to a new level!] 


biotechnical character creation 
for... well, anything. 

h.r. giger, and sheep cloning, 
meets the world of blade 
runner in another successful 
gurps gaming supplement. 
you can even build a bio-ship. 
gross... 
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published by dream pod 9 
240 pages 

$29.95 

reviewed by steve hough 


Several months ago I bought Heavy Gear (first 
edition) and was instantly captivated by the game. 
| thought it contained everything I had been 
looking for in a Sci-Fi RPG. Then, when I saw 
Heavy Gear Second Edition | just had to have it. 
The vast improvements made between the first 
and second editions is amazing. Second Edition 
Heavy Gear was well worth the money. 

For those of you not familiar with the Heavy 
Gear universe, I'll begin there. [If you are already 
familiar, advance to the next paragraph]. Heavy 
Gear is set in the year 6132 on the colonial planet 
of Terra Nova. After centuries of neglect, Imperial 
Earth returned to Terra Nova to reassert her 
control of the fledgling colony. The Confederated 
Northern City-States and the Allied Southern 
Territories, once bitter enemies, joined forces to 
repel the assault and were successful. But now old 
prejudices and rivalries have flared up and set the 
North and the South on the path of war once 
again. [he new rulebook includes over forty pages 
describing the Northern and Southern Leagues 
and city-states, including a complete campaign 
setting, the City of Peace River. A vast 
improvement from the first edition, the expanded 
descriptions of the city-states repaired one of the 
few complaints | had about the original edition. 
However, it created another problem as I'll 
explain later. 

Those of you who are already familiar with the 
Heavy Gear game will find few surprises as far as 
the basic game mechanics go. The rules have been 
cleaned up and clarified but not drastically 
changed, with one exception. The Initiative 
system for combat has been updated and 
expanded. Players can now use ‘command points’ 
to react to their opponent’s actions during their 
opponent’s turn. Wicked cool! 

For the uninitiated, the game system, called 
the Silhouette system, is one of the smartest 
universal game systems to come from the industry 
in years. 6-sided dice are used to generate quick 
and sensible results. Most action skill rolls are 
compared to a target number determined by the 
GM, however combat and some interpersonal 
skill rolls are made with a contested roll between 
the players. The player who has the higher success 
wins the contest. Easy, yeah? The character 
creation system is equally easy to use. It only 
involves spending a few character points to buy 
attributes and skills and you are ready to play. 


the universe of heavy gear 


Smooth and simple. 

Heavy Gear's main rulebook also includes the 
tactical rules for Gear combat. Gears are the 
mobile armored battle-suits piloted armed forces 
of Terra Nova. The tactical rules are very similar 
to the personal combat rules, with only a few 
minor changes. The tactical rules are designed to 
be used with a hex map, but rules are included for 
table-top mapless combat as well. Gear battles are 
quick and decisive. A battle with 5 gears on a side 
will only take about 45 minutes to an hour to play. 
The great thing about the combat rules is that 
tactics, not just luck of the roll, determines who'll 
win the day. Although, a little luck never hurts. 

Heavy Gear Second Edition lacks Gear 
construction rules which were presented in the 
original edition. The expanded section on 
background and history took up so many pages 
that the Dream Pod 9 couldn’t fit the design rules 
in the new edition! However, DP9 promises to 
publish it again soon. Until then, the rules can be 
downloaded from their website (www.dp9.com). 





crisis of faith 
° 112 pages 
° $19.95 


Another interesting detail about the Heavy 
Gear Universe is that Dream Pod 9 has a 
continuing storyline that they'll be advancing as 
future supplements are released. The entire 
storyline that they have planned will take about 
five years or so to completely tell and as the story 
is revealed, GM's can place their players right in 
the thick of things. The first of these Storyline 
books, Crisis of Faith, is available now. 

Crisis of Faith is a very entertaining read. The 
book is written as a collection of personal letters, 
transcripts of audio recordings, journal entries, 
news clippings, and top secret reports. Together 
this collection of papers traces the schemes of the 
various factions fighting for control of Terra Nova. 
As a GM, I plan to simply copy the pages and 
hand them out to the players occasionally. That 
should get them embroiled in the events taking 
place and make them feel like participants in the 
world, not merely observers. 

Crisis of faith advances the storyline two years 
into the future from the timeline presented in the 
basic rulebook. Just trying to piece together what 
is going on and hopefully prevent some of the 
events from taking place is a great basis for an 
entire campaign. The useful information in this 
book easily makes this book well worth the price 
tage. The BIG event that is the climax of the book 
is unexpected and startling. | won't spoil it here 
for you, but | will tell you it is sure to have a global 
impact on Terra Nova. Wow, what a read! 
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There was a world where demons were demons, dungeons were deathtraps, 
and assassins hung out in the Player’s Handbook. 
The treasure was piled high and every room held a damn good reason to roll for initiative. 
That world was Greyhawk, and it’s back with a vengeance. 


Explore the original AD&D® setting. 
One bashed-in door at a time. 
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